PS one! Portable PlayStation revealed! Pics inside. 
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Well, if the sweltering heat radiating inside our plush, Foster City headquarters is any indication, summer is definitely in full swing. This is the time of year when gamers have to demonstrate < 
extreme patience due to the trickle of software that is typically released fram apathetic publishers. Opting instead to cash in at Christmas time, a substantial amount of these 
companies would rather hold off on their products than ship during the long days of summer. This is even more problematic than usual for the PlayStation this year, as тоге and more — | 


developers are shifting over to PS2 development, leaving much to be desired for the 22-bit console. All is not lost, however. There are still a few diamonds in the rough to be found — 


you just might have to dig a little deeper. If youre a rale playing gamer, you'll be in RPG heaven, as there are quite a few time-stealers being released as | write this. We reviewed a whopping 


six in this issue alone! If you havent already done зо, make sure you get your hands on Legend of Dragoon, Chrono Cross and Vagrant Story — these three should provide enough 
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gameplay to take you through August. If youre looking for something а little less story-driven and a little more action-oriented, youre going to have a much tougher time finding a 


quality gaming experience. Топу Hawk 2, Grind Session, Medievil ll, and Colony Wars: Red Sun are the only ones that | can think of off the top of my head that are either out now, or will be released in the immediate 


future. My advice is to dig in for the long haul and, if you just cant stand it any longer, pull out and relive an old favorite, like Syphon Filter or Metal Gear Solid, to pass the time away. Also, dont forget that 
theres an exciting world waiting for you outside your home! lt wouldn't be such a bad idea to go out and get some sun once and a while. Just make sure you drink lots of water and wear sunscreen. 

In any event, this issue will give you lots of stuff to think about over the next few months, as the countdown for the PlayStation2 has officially begun. Head to our Excel section to get a load of the latest 
screens and info for quite a few of the titles slated for launch this October. And dont count the PlayStation out yet either! As you can see from our cover story, and the multitude of titles in expecting, there 
are still quite a few top-notch games headed our way this fall. Lastly, we all think Sony's recently announced revamped PS one is the coolest. Keep your fingers crossed that either Sony or a peripheral manufacturer 


like Interact comes nut with a battery pack for the mini-system for true portability, As always, enjoy the issue at hand, and welll see you again next month. 
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5 Gregs patience was In addition to his many Mark is spending time Now that readers are Darien cant wait to see the Alex showed up at the After winding down from 
rewarded this month as publishing duties, Dave with Salmon Rushdie starting to realize that online support materialize offices this month co-authoring the Legend 
Sony finally delivered the has spent most of this after daring to belittle he's NOT the real Slim for the PS2 as he hopes to wearing leather pants and of Dragoon strategy guide, 
coveted PlayStation2 month playing Rares RPGs. When he isnt Shady. Barys been finally see a developer sporting a clip-on earing. Eric is getting up to speed 
debug units to our offices. Perfect Dark. While dodging hate тай, he is passing himself off as produce sports games with After being ridiculed and on the upcoming sports 
Of course, his greed there have been many trying to update our Web TV's Ray Romano in a interactive spectators. Hell — laughed at by all, he ran titles. Since hes already 
knows no bounds, and hes ather things to do, he site. If it weren't for all lame attempt to get his not be happy until he can — aut the door, teary eyed, blown his knee, thrawn 
already buggering them cant seem to let a day those pesky reviews, he 15 minutes of fame. Ray lead a soccer riot during — screaming “Ill get you out his back and had to 
for GT 2000, Dark Cloud, pass without at least ° would be enjoying who, you ask? No World Cup qualifying or everyone of you, | swear!” deal with the ravages of 
Extermination, Wipeout: making an attempt to Perfect Dark this month. wonder it's not working! toss batteries at baseball Feeling bad, we looked the sun, hes spending a 
Fusion and ICO. Their outwit the forces of the Of course, theres also Seems like “The players stupid enough to high and low and finally lot more time in front of 
response, ‘you'll get Datadyne Corporation. that new strategy guide Chameleon’ will have to come to Maryland. found him consoling his TV. Hes also expecting 

о Fantavsion and like it!” He thinks Elvis rules. he is writing. Who has seriously rethink his himself at Banana а new addition to the 
D'ohh! time to play games? strategy. Republic. family. Congrats! 

° 

= Perfect Dark, Топу Perfect Dark, Spyra 3, Alien Resurrection, Vagrant Story, Chrono Crass, Gekido, Barbie's Malibu Dream NFL GameDay 2001, FIFA 

= Hawk 2, Spiderman, Spiderman, Soldier of Perfect Dark, Bust A Nightmare Creatures 2, Colony Wars: Red Sun. House, Mary Kate & World Championship, 

= Alien Resurrection. Fortune, Rainbow Six, Move 2, Barney's Circus Surf Riders, Hot Shots Ashley's Mystery Mall, Hot Shots Golf 2, Dave 

Е Super Runabout. videotape. Golf. Cosmas Makeover. Mirra Freestyle BMX. 
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(а) “А great new game for the PlayStation’ game console..." 


$9.99 ws " $9.99 


SPEC pean Stealth Patrol 


ING YOU TOMDRROW.YOL'RE ALREADY THERE! 


Choose m alth or all-out frontal Temm as you lead your team of Rangers 
into combat against ultra-powerful terrorist units. 
ht against time and huge enemy forces in global terrorist hotspots. 


An arsenal to choose from including night-vision goggles, sniper 

rifles, machine guns, tripwire mines, grenades, shotguns, and more. 

Two player split-screen battle mode. 

Lead your team with guns blazing or silently under the cover of darkness 
across landscapes of thick jungle, barren desert, arctic tundra and dense forest. 
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SIZE MATTERS M da US. 
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@ Tournament-style Challenge Mode, free-wheeling Free Mode, апа an Extra 
23 bonus Mode is available. 

Lure Action Gauge (lure movement status meter) allowing the player to 

| monitor lure movement easily. 

Enjoy watching fish (up to five heaviest) you brought back in the 

| Aquarium Mode. 

Five diverse lures are available at the beginning, covering a wide range of 

water conditions and lure movements. More lures will be available as the 

player gains experience. 

Wide variety of "Iure action" possible to attract bass, with some lures 

| requiring retrieving or rod movements only while others requiring skillful 

9 combination of the two. 


$9.99 YOU GOT GAME 59.99 


MARTIAN GOTHIC 


EXPLORE THE DARKSIDE OF THE PLANET. 


Year 2018. On Vita 1, a base constructed on the face of Mars, man searches for evidence of 
bacterial life beneath the frozen surface. During the excavation, a giant sarcophagus opens 
into a vast and ancient necropolis. Soon after, all communication with Mars ends. 

Reason for breakdown of transmission: unknown. 

Fate of Vita 1 base: unknown. 


lon 


Through the complex, layered plot follow three investigators 
sent by Earth Control to assess the situation on Vita 1. 
Dozens of treacherous subterranean city caverns to 
Non-linear puzzle structures challenge you at every turn. 
Strange and violent creatures stalk you constantly as you 


PlayStat 


pls seek answers to the disappearance of Vita 1's staff and the 
mystery of the ancient Martian necropolis. 
May 2000 


GRUDGE WARRIORS і 


THERE IS NO SUCH THING AS FRIENDLY FIRE. 
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23 mission battle arenas. жу" 
11 ruthless and unique gangs + the Final Boss to compete against in battle. ще 
Each level is loaded with secret areas, hidden power-ups and dozens "Ë 


of non-gang opponents like attack droids and robotic gun turrets. 
Head-to-head 2 player split screen combat. 

Dozens of power-ups including invulnerability, invisibility, clo: 
damage, guided missile jammers, nitro boosts... 

" x An arsenal of destructive weaponry including shield-drainin 
April 2000 | energy mega-bolts, corrosive gas bombs and mini-thermonucle 


* Suggested Retail Price-$9.99. 


©2000 Take-Two Interactive. All rights reserved. Take-Two Interactive Software, Inc. ONE TEEN MINE PONE 
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mail 
We get a lot of тай. We got so much mail this month, 
we had to set aside a whole day where everyone just sat 


ДА around reading letters, picking the best 
news ; ones шї a answer in Ema, Whew. | 
We've got some news for you, little buddies. You should un : 
check out the info we bring on the new mini-PSone, Sega's 
financial woes, Nintendo's financial woes, the PS2's hard 


drive, sales of the MGS2 ad in Japan, and much, much 
(okay, a little bit) more, = ^ з 


Hot diggity! We do love bringing you the choicest selection of 
cheats and codes. If you're a die-hard, knock-down, drag- 
cout. door-dinging kind of camper, well... youve come to the right 
place! Get right up on in there and start a-cheatin , hombrél 


We are very proud to present the return of the EXware 
section. Man, oh, golly, the EXware section is the belly- 
bomb. In it, we review hardware and peripherals that you 
hook up ta, or use with, your PlayStation. That means toys, 
friends! Toys do, of course, Rock"! 


There's a big fluffy pile of PSZ lovin’ in store for you when you 
check out our special PS2 EXcel pages. What's in store is a heapin’ 
helpin’ of previews, a sprinkling of import reviews, and a whole 
lotta anticipation, dripping down your brow like a rain drop fram 
hell! Go on, get out of here"! 


clu sive | 
The infos, they flow free once again, like the great flood of 
infos we once saw on that fatefull day long ago, in this very 
issue, on a page with a similar number, during a time of great 


bounty and abundance and the free speading of good info and. 


news. Is like that again, only happening rightow, = treme 


Its a game so good, sa cool, зо pretty... itll cause your synapses 
to mis-fire and send you inta a inverted spiralling seizure of 
joy. It's Rayman 2. Travel with the Rayster inta crazy green 
lands of limbless denizens and poofy, fluffy, puffy guys. Ев all 
good 30 action-platforming action, so jump right in! 


www.psextreme.com 
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007 RACING 
ALONE IN THE DARK 


page 24 


ARMY МЕН AIR ATTACK 2 
BIG SSX 
BREAKOUT ... 
BUST A GROOVE 
CHROND CROSS. 
CONSTRUCTION BATTLE.. 
COVERT OPS: NUCLEAR DAWN 
DAVE MIRRA BMX 
DINO CRISIS 2 .. 
DRAKAN 
DRIVER 
ESPN МИ 
- FEAR EFFECT: RETRO HELIX. 
FIFA 2001 .... 


LEGEND OF MANA... 
METAL GEAR SOLID 
MIDNIGHT CLU 
MONSTER RANCHER BATTLE CARD PRO 
MOTOGP. 
OS. PAC-MAN: MAZE MADNESS. 
MTV SPORTS: SKATEBOARDING 
NCAA FOOTBALL 2001.. 
NCAA BANEBREAKER 2001.. 
NFL BAMEDAY 2001 
КИН RACING 
PARASITE EVE 
PRIMAL IMAGE 


ED SILENT SCOPE..... 
as || SMUGGLERS RUN. 
С! SNOCROSS ... 
69 STAR TREK INVASION. 
81. STREET LETHAL... 
65. | STUNT SQUAD 
A8. | SUMMONE! 
-3i | SURF RIDERS 


THREADS 
TIME CRISISPROJECT TITAN ... 
ULTIMATE FIGHTING CHAMPIONSH 
YALKRYIE PROFILI 
WETRIX........ 
WHO WANTS TO BE A MILLIONAIRE? ... 
X SQUAD ................ 
ҮКҮ SNONBDARDING 
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lt seems like perhaps you thought youd never see another 
EXamine feature again, Well, here it is, kids! We get all up 
and down on Covert Ops and dig into the game like a tick 
on snack patrol. Look out! 


Ahhh, see? The great flurry of sports activity has begun. Eight new 
sports titles are previewed in this section and that only goes to 
show that the beginning has just begun. When we pull out all the 
stops, we really let it all go. That's the truth and you can quote 
us on that, 


— оо : __ We've got some donsies to review this issue, Despite Marks 

d i š whining about how RPG's suck, we hand out a Platinum and a 

: a ae ~ Gold fo a couple this issue and give the low-down on a couple 
pecting ^ 

A preview section like this only comes around once an issue. You 

may have been wondering if the impending release of the PS2 would 

mean the development of quality PS games would go by the bye- 


bye. Fear not, dust check out the quality softs available on display 
here on these pages and lay your worries to bed. 
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PASTY COMPLEXION, 
FUNNY ACCENT. 


BAD TEETH. 


HELL FEEL 
RIGHT АТ HOME 
IN LONDON: 


' Good looks are пісе, but they won't help you defeat an evil maniac hell-bent on conquering 
the world. Lord Palethorn’s sinister spell has unleashed a gang of sadistic villains on Victorian 
London. It's up to Sir Dan to destroy them with his lethal arsenal- Gatling guns, torches, 


axes, his own removable arm and more. Between mighty battles and baffling puzzles, 3 


Sir Dan's facing a deadly challenge. Не" need smarts and some helpful friends—a mad — 
professor, a wily ghost and his Egyptian princess girlfriend о prevail over an unspeakable 
horror. After all, a quy can't save the world on bad looks alone. 
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A GOTHIC JOURNEY ТО DIE FOR. 


In the race to take console gaming online, Sega 
appears to have gotten off to a pretty good head start. 
Not only does the Dreamcast ship with a 56k [ees1] 
modem to begin with, but now the company is 
essentially giving away its machine to people who sign 
up for two years of its Internet service. Judging by some 
of the titles Sega was showing off at E3, online gaming 
has become a crucial focus in its attempt to gain market 
share. 

Whatever your personal opinions of Sega, this 
unexpected strategy is bound to have a positive effect 
on the gaming industry by prompting more competitive 
pricing and other aggressive tactics among the major 
players. In fact, Sony has already announced a redesign 
of the PS2 for the U.S. launch, adding an expansion 
bay that will hold an add-on modem and hard drive for 
Internet connectivity, Plus, there's already talk of a PS2 
price drop next year! 

It's also possible that we could see Sony and other 
companies follow in Sega’s footsteps with similar rebate 
or giveaway offers. Some have speculated that Sony 
may bundle its modem with a killer online game in 
order to get them into homes, or possibly give the add- 
ons away if you sign up for its own Internet service. 

Like many gamers, I personally have taken a wait- 
and-see attitude before deciding what to do. Yes, my 
PS2 is already pre-ordered. And no, I won't be rushing 
to switch my ISP to get а free Dreamcast any time soon. 
But I do have to admit that Sega's offer sounds appealing 
- although it’s certainly not without cost ($21.95 per 
month) and commitment (a two-year contract) equals 
$526.80. Of course, you could also take advantage of 
the Dreameast’s new $50 rebate, which requires you 
to try Sega’s Internet service for a month. 

While some may argue that Sony has already lost 
the early advantage in the cyberspace arena, it would 
be extremely premature fo reach that conclusion. Clearly, 
Sega’s strategy is an effort to save its latest console 
from early extinction, made necessary by sluggish sales 
figures and the prospect of increased competition. The 
thing is, if people see the move as an act of desperation 
rather than a bold business decision, few will want to 
board what they perceive as a “sinking” ship. On the 
other hand, if Sega’s strategy becomes a success - which 
it very well may - it’s bound to have an effect on its 
competitors. 

If nothing else, it will at least serve as a wakeup 
call for Sony to accelerate its plans for bringing the 
PS2 online. From the start, Sony has taken a long-term 
approach, preferring to do things first-class rather than 
fast and half-assed. The wait for broadband access will 
certainly be worth it, and you can bet that Sony’s 
installed base of PS2’s will quickly surpass the 
Dreamcast’s - even if they are giving them away. Add 
a 56K modem to the mix anda few great online games, 
and suddenly Sony’s supremacy seems likely to continue 
once they get the ball rolling online. 

Whatever happens, one thing’s for sure - it’s an 
incredibly exciting time to be a gamer! 

-Gary Strassberg 


The Console War 
Goes Online 


Dear PSExtreme, 


I'ma big fan of PSExtreme, but I’m not trying 
to bribe you or anything, but can you E-mail 
me all the nude pictures on your site, please? 
Oh, and by the way, here’s a code or two. These 
codes are for Final Fantasy 7 — oh, sorry. I 
don't have any codes, but I do have codes for 
Tomb Raider. 


Justin Holland 


Dear PSExtreme, 


First off, let me congratulate you on your 
continued success. I read your magazine 
constantly & always enjoy your informative & 
mostly unbiased views. Second, I apologize for 
the length of this letter. However, Mark 
Androvich's RPG statements in your Hot Topic 
column for the month of June compelled me to 
write a letter to you guys. This is not meant to 
sway Mark's viewpoint or even belittle it. It is 
only meant as a devil's advocate type of response 
to sort of balance what seemed like a very one- 
sided topic to me. This is my first time writing 
to any magazine so please, bear with me. 

Ihave nothing against editorials. I enjoy reading 
them very much. I always look forward to Greg's 
opening words at the beginning of the mag & 
David's final word at the end of the mag. 
However, while their comments are rooted in 
viewpoints based on research & history of the 
game industry, Mark's comments seemed to be 
geared solely towards making a point about 
why he personally hates RPGs so much. He 
brings up a few good points about RPGs. 
However, the points he brings up can be leveled 
at almost ANY videogame ever made. Mark 
states that RPGs have derivative storylines that 
contain a "misunderstood" character who must 
find & use a "mythical person/item" to save his 
"town/planet" from evil. Well, Mark, you just 
described almost all the videogames ever made, 
not just RPGs. Just about EVERY videogame 
I've ever played has the player on SOME type 
of quest where he must use items to stop the 
evil & save the planet/city/town from 
destruction. You mentioned games that you 
liked (Zelda, Resident Evil series, Tomb Raider 
& Metal Gear Solid) at the end of your column. 
ALL of these games have the same premise that 
you claim to loathe in RPGs; one guy/gal against 
overwhelming odds, left to use items at his/her 
disposal to stop the bad guys from carrying out 
a plan that would destroy the town/city/world. 
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You also mentioned it's not a question of 
patience & that the above-mentioned games 
took a long time to complete. Huh? Except for 
Tomb Raider & arguably Zelda, the other games 
you mentioned have been criticized at one point’ 
or another about their short length. These are 
also games that allow for instant gratification), 
with patience almost missing in action. For, 
example: Zelda, you start mowing down minor, 
enemies & get to your first dungeon in no time; 
RE, you start blowing away zombies & dogs, 
within minutes; Tomb Raider, bats & other. 
animals are meeting their maker as fast as;they, 
show up on the screen; MGS, geez, you START) 
in a warehouse with guards that virtually have) 
"Break Me" written on their necks. And what's 
up with that "high art" comment? If any games} 
have been suggested and/or praised as being 
high art by gamers & press alike, it's the Metal.) 
Gear Solid's & Zelda's of the world, certainly" 
not RPGs (Square being the exception, об 
course). When I was in game retail, we реч 
putting up standees & posters of Resident'Evil 
& Tomb Raider, not Suikoden 2 or Wild Arms. 
Don't like turn-based fighting? That's great, But: 
guess what, a lot of people like that aspect about 
role-playing games. The healthiest videogame, 
industry is one that's full of diversity. However, 
you sound as if you want all games to fall into! 
a certain type of category that you, persorially,. 
like to play. In paragraph 4 of your column] you^ 
make it sound like there's something wrong, 
with RPG players. Well, again, your attacks can 
be redirected just as easily at other game genres. 
I, personally, can't understand why sports ejes, 
are so popular. How many times can you put 
a ball through the same hoop or put a puek in! 
the same goal before it becomes a little; 
redundant & obsessive? Apparently, quite a bit 
because sports games are big sellers. You remind 
me of the sports jocks that criticized Star Wars 
fans for standing in line, sometimes in costume, 
while they waited to get into Episode 1, Yet) 
these same jocks will turn around & camp, 
outside a stadium, paint their faces & wear all^ 
sorts of odd head gear as they await their next 
sporting event. I ^ 
I recognize & respect the fact that there's a place, 
for every type of game in this industry (okay, | 
maybe not Digital Pictures' games) so therefore; 
I don't go around bashing another genre just 
because I don't "get it". My philosophy 154 
"whatever floats your boat". I play all types) 
of games except for sports, puzzle & hard-core 
sims. Yes, even a few RPGs here & there. I don't, 
find other people who like sports or puzzle | 
games weird or strange. I just acknowledge that, 
they have different tastes than me. And isn't that) 
one of the many goals of the videogame; 
industry? To provide a flavor for all the various: 
tastes out there? 

--ajones-- 


# 
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Mark’s“Hot Topit” column is there to incite riots 
and inflame egos by poking and prodding at our 
more sensitive readers’ soft tummies (not to mention 
getting people to write letters). Mark succeeded 
this time, for sure. We got more mail about Marks 
RPG hating, opinions than any topic ће 5 written 
about to date. When pressed for further comments, 
Mark had this to say... “I said I hate them all, and 
T am just one guy expressing my opinion." You 
may notice that Mark didn t write this month Hot 
Topic column. Purely coincidental? Well, actually, 
yes. He'll be back. 


Dear\PSEX, | 
his isimy 1st time writing into your magazine, 
and i would like to say, you guys write an excellent 
mag. Tye just read Issue #55 - Vol.5, Issue 7 - June 
2000, and have a couple questions. 
1.) What's with all the chickens? (Fact: My 
Grandfather chopped the head off of a chicken, 
J and the headless body got up and chased my 
sister around the yard when we were kids. True 
¿ story.) 
2.) Where are all the cows? Cows are cool. Well, 
that’s all i wanted to know. 
Sorry about not having a gaming question. Maybe 
next time. Мер up the excellent work with your 
mag. 
Á 
Thanks 
Donald W. Woodward 


' 
' 


1): Chickens? What chickens? (Ok, check this out: 
A We used to play frog-football as kids. We'd go 
v |find the biggest, slimiest, ugly toad we could 
/ апа that was our football.) 

2). Cows are okay, but nothing tops a nice big, 
\ plump hen. 


0 
Dear PSExtreme, ! 


Tih a new reader, the first issue I got my hands on 
was Volume 5, Issue 5, and what caught my 
attention were the PS2 screen shots. As all of you 
were in that issuejI can not wait until I can get my 
hands on a PS2, but I don't want it bad enough 
to travel to Japan (by the way, tell Greg that the 
story was great!). 

I'm going to'subscribe to the magazine because it 
is the best I have ever read, and I've seen many of 
them! Since! live in Brazil, magazines like yours 
are a bit expensive (about 9 bucks) however the 
quality is worth the investment! Well, after kissing 
up a bil, let's go to the reason I'm writing. 

I love racing games, I always did, and I always 
will. We have come a long way since Atari's 
Enduro and other games I can't even remember 
the name for systems like Atari2600, Intelevision, 
Odyssey, ColecoVision, Atari 5200, the good old 
Apple II, etc... When I bought Gran Turismo, I 
simply could not believe that a little video game 
system such as PS could surpass the quality of 
games on my fully loaded PC. Don't get me wrong, 


Iknow that it is possible to get better resolution 
on the PC, especially on games as Motoracer, and 
Need for Speed, but the playability (does this word 
exist?) on the PS is so much better, that you tend 
to overlook the differences. Bottom line, the game 
is great! 

When I first heard of GT2, I rushed out and got 
a Japanese copy of the game. Graphics had 
improved a bit, and there were some extras that 
made the game different than the first. As in any 
successful sequel, GT2 did not try to re-invent the 
wheel, but one thing that bothered me was that the 
tracks did not keep the records. So I thought to 
myself, maybe I can't find the correct settings it 
this Japanese environment. 

From then on, I did not rest until I could travel 
to the USA and buy an American version of my 
new favorite game. My first setback was that I 
could not use the game saved on the Japanese 
version, but hey, that is a small price to pay! So 
I am up and racing from the beginning all over 
again. I noticed that the only difference from my 
new acquisition to the other version was that I 
could finally understand the text... 

Part of the fun of Gran Turismo (at least for me) 
was winning races, spending the cash to improve 
the car and going back to same race to see how 
many seconds I could put in front of second place! 
In GT2, that fun was taken away... I can understand 
the other cars keeping up with me even after 
modifications are made, after all, they are entitled 
to modifications too, but beating the clock was 
the best part!!!! I hope that GT2000 for the PS2 
doesn't make the same mistake, after all, games 
have to be fun to everybody!!! 

One last complaint! Sony, please come to Brazil!!! 
Not having you officially here is really bad. It is 
easier to find pirate copies of games than finding 
an original. And we do not have the opportunity 
of renting PS games at Blockbuster, only Nintendo 
and Sega.... 

Hey! Have you heard Eifel 65's "My Console" 
song? It’s all about the PlayStation!!! 


Best Regards, 
Marcelo R. Lang 


you ever think about printing it in portuguese? 


Tt must be long letter month! Thanks for writing 
to us. It's nice to hear from gamers from different 
parts of the world. 


Dear PSExtreme, 


You people at the magazine need a new proof 
reader and not to mention you also need to get 
more pictures for the games you review instead 
of using pics from other games! 

Here are the errors I found in your June issue on 
the first time reading it: 

On p.23, par. 5 you say angel studios mad midnight 
madness, it is supposed to be midtown madness. 
On p.40, at the top left, 4th picture down you have 


public @pinian 


a picture of syphon filter two in your review of 
covert ops! 

On p.53, top right corner, second picture down 
you show a picture of grind session with the title 
covert ops below it!!! 

The first two could be alright, but the last one 
really shows the I.Q. of your proofreader, I mean 
c'mon, who is stupid enough to think a guy on a 
skateboard would have to do with covert ops: 


Dustin Bauer, 
Plainview, NE 


P.S. You should let the chickens run the mag for 
a week and see how they do. 


It’s always entertaining for us, after eight years 
of magazine publishing, to get letters from people 
criticizing our mistakes, especially when their 
letters aren t error free themselves. Okay. We'll 
just come right out and admit it. Sometimes, when 
the deadlines are loomin’ large, the clock is ticking 
away, the film guys are making cromalins like the 
dickens and the FedEx cutoffis 10 minutes away... 
yes... we send a page or two out with only a cursory 
glace for glaring errors. Its how deadlines are 
met and not a single magazine in the world is 
innocent of doing it. You even missed where we 
wrote that Greg Off developed Alien Resurrection. 
Nyuk, nyuk. Oh, and by the way, we left your letter 
unedited. — Great job! 


Dear PSExtreme, 


I'm wondering if there are any volleyball games 
for the PlayStation. I remember in the days of the 
Super Nintendo there was a game called Super V- 
ball, or something like that. So, I'm asking you 
guys (since you guys and girls are the best, and if 
you can't find it nobody will) if there is such a 
game for the PS. 


Thanks in advance, 
Carl 


You'll be pleased to know, Infogrames is coming 
out with Power Spike Volleyball. We're working 
on getting some coverage on that one in this very 
issue. We'll hold back the magazine a couple days 
to try sneaking it into the sports section. We're just 
that nice. 


Address all mail +o: 
EM Mme 
Dimension Publishing < 
4445 Chess Drive, Suite Eu 
Foster City, СА 90 _ 
e-mail us: pel PSexTheme.corm 
Greg's wrinkled. Smooth him out 
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Animated Violence 


Animated Blood < — 


PlayStation 


CON INC. 2000. ALL RIGHTS RESERVED. CAPCOM and the LOGO are registered trademarks of CAPCOM CO., LTD. STREET FIGHTER is a registered trademark of CAPCOM СО LTD. STREET FIGHTER 
е trademarks of CAPCOM CO., LTD. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 


THe INCREDIBLE, 
SHRINKING PLAYST AT ION 


You've just got to love the way SCEI thinks. Sell 80 million units of the 
original PlayStation worldwide, get the pump primed for an all-out assault 
with PS2, THEN turn around and make the PS1 a portable machine... 
just too cool! Of course, PS one, as it will now be called, is really meant 
to replace the $99 PlayStation that you currently have no chance of finding 
at an American retailer, Most industry sources believe that there are less 
than 10,000 units of PS hardware in circulation in the States and it’s been 
almost a year since Sony has shipped any hardware. Because of its diminutive 
size (PS one is roughly 1/3 the size of the original), it is being touted as a 
potential portable solution, but there has been no announcement on the 
possibility of a battery pack, power usage, etc. I would classify it as a “semi- 


portable", in that it will be very easy to travel with and play when you've | 


| 


arrived at your destination, but may be harder to deal with in a car, boat 

or plane. The future availability (Spring 2001) of an LCD screen (note cool, 

potty seat cover design) that attaches to the unit and flips up into place, plus 

3| the fact that games are on CD, make it a desirable product for both bargain 
hunting, non-owners and all of us “PS2 is Now” types that want to play PS 
one when we travel. In other PS one news, Sony Japan is also focusing 
оп anew cable that will attach to the original PlayStation, the PS one and 

- the PS2 via the controller port, and will allow users to upload/download 
cell phone gaming and info content. While there has been no official 
confirmation that this will make it to the US market, it is something to keep 
an eye on. For the complete PS one specs, take a glance below: 


PAT- 


* Available: September 2000 

* Suggested Retail Price: Not announced, 
expect $99 in North America 

* Production Forecast: 8 million units 
worldwide for FY ‘01 (PS one and 
PlayStation game console combined) 

* Dimensions: 193 mm (W) X 38 mm (H) 

~X 144 mm (D) 


. = Formats Supported: PlayStation CD- 
ROM, Audio CD 


Interfaces: Controller port (2) 


* Main Memory: 16Mbit 

* Graphics: PlayStation GPU 

* Graphics Memory: 8Mbit 

* Sound: SPU 24 channel 

* Sound Memory: 4Mbit 

* Disc Drive: CD-ROM 2 times speed 


SHOCK analog controller 
ШАК Иш Ca (D AC Adapter (1) 


— PS2 AND £-TRILING 


Sony (Japan) has recently reported that consumers are purchasing hardware 
d software online in greater numbers. According to a PlayStation.com report, 44% of PS2 owners 
have purchased the system on the Internet. 15% of PS2 owners have bought game software online. 
Those numbers tell us two things: 1) Sony, by design, held back a large percentage of the initial 
shipment of PS2's specifically to push traffic through their site and, 2) Only a third of those that 
purchased the hardware on-line bothered to do the same for software. 'Splain to me Lucy... 


you buy 
the system on-line but don't bother with the software? Is this a trend, or 
simply an indictment of the launch library? Inquiring minds want to know... 


SEGA STILE SWIMMING 
IN RED INK 


According to Computer Trade Weekly magazine, Sega has suffered a 
third consecutive year of losses. Sega spokespeople have stated that the 
cause lies in the poor performance of the Dreamcast in Japan, While 
revenue was up 27.5% over the previous year’s results, the company 
recorded losses of 42.9 billion yen ($401 million), the same as 1998/99, 
Tn addition to the losses on the Dreamcast, software titles projected to 
be popular in Japan, including Shenmu, Space Channel 5 and Virtua 


| financial news, Sega announced a projected gain for FY 2001, anticipating 
a profit of 1.5 billion yen ($14 million) and revenues of 336 billion 
yen ($3.14 billion). The projected improvement is based on Dreamcast 
sales reaching ten million, as well as the cost cutting and restructuring 


process Sega is planning. Of course, one has to ask, if sales are so | 


bad, how can they be good at the same time? Either you’re selling 10 
million units, or you’re not. For those of you that have followed the 
world of gaming for some time, you will find that this is standard operating 


procedure. Sega has NEVER succeeded in Japan (Master System, Мера | 


Drive and Saturn all bombed as well) and has consistently relied on 


America and Europe for its revenue. With arcades almost extinct and | 


Japan a non-entity for Sega, you would think that they might change 
their focus and think globally first... naaaaah! 


WE CAN'T DANCE 


Sony (Japan) recently hosted its PlayStation 2000 awards ceremony. On 
the technical side of the awards, Ridge Racer V on PS2 cleaned up, 
but what was far more interesting was a look at the six best-selling games 
in the Land of the Rising Sun for 1999. Just to give you an idea of what 


Japanese game developers are up against when they are attempting to || 


sell their games on a global basis, here is a list of the games that received 
Sony’s “Platinum” (1 million+ units sold) award in Japan. 

Dance Dance Revolution (Konami) Gran Turismo 2 (SCE) 
Everybody's Golf 2 (Hot Shots Golf 2) (SCE) 
Bio Hazard 3: Last Escape (Capcom) 


Dance Dance Revolution 2nd ReMix (Konami) 
Beat Mania (Konami) 


Of the six, three “Bemani” games (two Dance Dance titles and Beat 
Mania) weren't even released in the US, and a fourth (Hot Shots Golf 
2), is what you would call a “cult title" — well received by a small, 
enthusiastic audience (Eric is the biggest fan we know of). What do we 
learn from this? Well, in addition to the fact that Americans don't like 
to dance in arcades, if you want to dominate on a worldwide basis, it's 
all about racing and “Survival Horror"! 


| Striker 2 ver. 2000, failed to meet expected sales. In spite of the weak | 


SONY ANNOUNCES PS2 HARD DRIVE 


SCEI recently announced the Winter 2000 availability (in Japan) of the PS2 external 
hard drive. While there was precious little information made available regarding the | 
size and price of the unit, Sony did release a shot of the little, black box all cozied- | 
up to the PS2. For those of you that are from SF or have visited the City By the Bay, 
you might notice that the PS2 is starting to look more and more like the high-rise office 
buildings at the Embarcadero Center... maybe it's just me. Rumor has it that the American 
PS2 will receive some sort of re-design next Spring and that the drive will become 
an internal one... doubt it — cost of goods becomes a major issue and what do you 
do about the three million people that buy the PS2 BEFORE the re-design ships? I’ve 
said it before and ГП say it again; Don't count on the “Broadband Solution” being 
anything more than a cool peripheral on PS2 that appeals m 

to a small segment of the total installed base. If that many 
people were enthralled with the idea of on-line gaming, 
wouldn't Quake 3, UT and Everquest have sold millions of 
units, instead of 100-200,000? There is definitely a future 
here, it's just not in the next three to five years. 


KONAMI SELLING AD FOR MGS2 


In an absolute testimony to the strength of PS2 in Japan, Konami is going to release 
its E3 footage of Metal Gear Solid 2: Sons of Liberty on a DVD next month. The 
disc is said to include two MGS2 previews and an E3 documentary, among other 
роле The kicker is that they аге SELLING it. That's right, Japanese gamers get 
š to PAY for the privilege of Konami sending you an advertisement for 
a game they intend to sell to you. Imagine that — the world's first 
w a advertisement! If it hits big, who knows... you might 


k 


be able to buy the box art and manual before the 
game's release. No word yet on what mark-up 
importers will attach. 
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** Not in Top 10 Last Month, The ratings reflected above are those of Dimension Publishing and do not represent ће opinions of NPD TRSTS. 


last month 6 
average гакй price 
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frém around 
the gløbe 


NINTENDO LOSING FACE IN JAPAN 


Nintendo’s recent announcement of its end-of-year financials 
has it looking toward its home country for answers. The 
company reported a substantial decrease in profits, with the 
blame placed on shrinking sales of the N64 in Japan. The 35 
percent downturn in profits was, according to Nintendo, the 
result of the continued lack of consumer response to N64 
hardware in its home country and the strong yen. Over three 
quarters of Nintendo’s total revenue came from overseas 
sales, with Pokemon and Game Boy continuing to bolster 
revenues. Nintendo is hoping to reverse its fortunes in Japan 
with the release of its project Dolphin, which now has an 
official release date of March, 2001 — just before the end 
of their fiscal year. With the recent release of Perfect Dark 
(an “M” rated game... and a fantastic one at that!) and the 
upcoming adult action/platformer, Conker’s Bad Fur Day, 
Nintendo seems to be moving away from its roots and is 
slowly realizing that they have been reduced to a secondary 
purchase for core gamers that use PS1 (and, now, PS2) for 
the bulk of their gaming. If it’s Pokemon, Mario, Zelda, ete., 
the cross-platform owning gamer comes running into retail. 
But, if it’s Acclaim or Konami's latest, they just don't care 
anymore. This move into more mature gaming themes may 
be a sign of Nintendo’s strategy to try to win back the adult 
gamer and establish Dolphin as something other than a must- 
buy toy for the kids in 2001. We shall see... 


Source: NPD TRSTS Video Games Tracking Service 
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Í SEND US YOUR 
` CODES AND WIN 
\ BIG PRIZES! 


Each month we'll pick the best code 
" sent in by our loyal and intelligent 
· readers and send that person a brand 
spankin' new copy of AGETEC's hot 
T. destruction game for the PlayStation, 


Armored Core: Project Phantasma or, if $ 


‚ you're funky-funky, fresh, AGETEC's 
АЗСИ Sphere 360 (you decide). But 
' wait! That's not all: if you act now, we'll 
4: also include AGETEC's super stylish 
` ASCii Grip one-handed controller for 
the PlayStation, for your controlling 


- the best, the first, monthly dedicated 
PlayStation magazine, PSExtreme, of 

. course! Whoa! That's a lot of cool stuff 
for just a code; what are you waiting 
for? 


. WE HAVE A WINNER! 


T. Congratulations and a big fat bravo 
goes out this month to Adam Shortley 
‘ of Niblock, TX for being the big winner 
with these awesome cheats. Thanks, 
4 Adam. You rock and we have strong 
+ feelings for you. 


| Street Sk8ter 2 


M, Enter these codes at the Main Menu: 
' Access All Boards 
: ©, ©. ©, ©, ©, ©, ©, ши. 
- Access All Characters 
<, + ©, ©, ШЕШ, @, >, 
sy. Access All Courses 
+», €, >, ©, ©, EE, ©. 
Full Attributes 
WEN, ©, <, +, БЕЙ, +, СЕЙ 
- Unlock Movie n E 
A Alternate Costumes 
Go to the Skater Selection Screen, press 
and hold then choose Skate. 


. CONTEST RULES: Anyone of any age can enter. The only people not + 
eligible to win are employees of Dimension Publishing or AGETEC, their friends, 
family, pets and anyone they talk to or know of. Dimension Publishing reserves 


? the right to make any and all decisions regarding the contest. One winner рег < A8 
ДР. month will be chosen, at Dimension Publishing's discretion, based on the code 1j 


or trick supplied by the entrant. If you win but do not specify, In your code 
submission, which prize you want to receive, then we will choose for you. 


Use Tetsuo and Ushi to finish urban fighters 
mode to get Kobuchi in all modes. 


Use Travis and Michelle to finish urban 
fighter's mode. 


Use any character while in hard difficulty to 
unlock Akujin in all modes. 


While playing the game, press and hold @ + 
@ + Start. Press Start to resume play with 
the new view. 


Pause the game then press IEEE, ШЕШ, ШЕШ, 
LIN, ETE, ШЕШ, КЕЙ, апа ШЕШ. 


Pause the game, then press ШЕВ, ШЕШ, ШЕШ, 
WEN, ETE, ШЕЙ, XB, спа 


Pause the game, then press Ий, ШЕШ, ШЕШ, 


Go to the Load Screen then press and hold 
КЕШ + ne ELERON 


Enter Armoury as а пате. 


Go to the Home Station and press ЕШ, ШЕШ, 
WEB, ШЕЙ, КЕШ, ЮИ, Select, Select. 


Enter this code at the stadium selection 
screen, press ЕШ, ШЕШ, ©, ШЕШ, ЕТИ, ©. 


Enter this code at the stadium selection 
screen, press ШЕШ, ШЕШ, ШЕЕ, ШЕШ, ©, ©. 


Pause the game, then press and hold 
then press О, ©, O, ©, ©, O, €, ©, +, +, >, 
©, +, <, ©, >, ©, +, <, ©, ©, +, @, ©, >. 


Enter CARNIVAL as q name. 


Enter TRACKER as а name. At the track 
selection screen, Press # to toggle mirrored 
tracks or 

$ to toggle reversed tracks. 


While the tournament mode track is loading, 
press and hold ШШ + ШЕШ + ШЕШ + ЕР + 
Select + @ + ©. if entered correctly, you will 
hear the sound of a laugh. 


Go to the main menu, then press  Ш, + ШЕШ, 
+ ШЕШ, ©, ©. 


Select Secret Options at the options screen. 
Press and hold Select and then press (8), 62, 
EE, ©, +, ©, +, +, +, 9, ©. 


Select Secret Options at the options screen. 
Press and Hold Select and then press ©, Ф, 
6, ©, +, О, ©, ©, @, +. 


Select Secret Options at the options screen. 
Press and hold Select and then press ©, (9), 
», Gy, +, 9, ©, +, 0. 


During gameplay enter the following code: €, 
+, +, КЕШ, КЕШ 


Pause the game and while holding ИШ, enter 
а code below. 


0000009. 

© @, @, @, @, @, 6з, ©. 
6, ©, @, 6,8,0,8,6. 
6, 6, 8, ©, ©, 8, 9, ©. 
©, ©, ©, 6, 8,4, Ө, ©. 
6, ©, ©, ©, ©, 8,4, ©. 
0000080. 
©, 6, ©, @, ©, ®, Ө, ©. 


Enter the following code qt the Title Screen 
Q, ©, ©, @, +, +, $, $, 4, >, Select, Start. 


Pause the game then press and hold EE8 + 
Ез л Б 


Enter the following names open the cheqt. 
Speed race track 
All cars & tracks . 
Swimsuit girl ..... 
1999 BMW Prototype Car. 
Get Hot Dog Car . 
Get Pie car...... 
Get Cheese car 
Get Pizza car. 
Get Spaceship 
Get Jet .... 


.MAYOU 
-BiGGY1-8 


Get 1999 Audi Prototype Car 
Get 8 Beach Buggies 


Profile. 


Get Mad Саг. .MM3 Type ROCKETFUEL at the Create New Driver 
Get Taxi ... .MM4 Profile. 
Get 1960 Bus. „ММ5 


Get ice Cream Truck 
Get Sub ... 
Automatic win . 


Type in COOLESCAR at the Create a New 
Driver Profile. 3 
Welcome to the Game Shark section. Each month we'll list the 
^. newest and coolest codez right here for your cheat'n pleasure. 
` Warning: These codes won't work without a Game Shark. For 

the latest codez and info, get on the internet and check 

www.gameshark.com, www.cmgsccc.com or 
*www.datel.co.uk. If you find a code doesn’t work, you may 
“need to upgrade your Game Shark. Check your instruction 


Type in JIMMYSCAR at the Create a New 
Driver Profile. 


Type RORRIMCART at the Create New Driver 
Profile. 


Create d player named Patrick Roy 
Create a player named Sandis Ozolinsh 


Create a player named Joe Sakic 


At the Title Screen press and hold EXE, ШЕШ, 
Start, Select. 


Go to Championship mode and put in your 
name ds “L.A.” 


To unlock the Huntington level, go to the big 
gray ramp with a blue streak on the bottom 
of it that is in front of a wall. Jump off the 
ramp, and do any air trick . if you hit the wall 
in the middle of the trick, you will land it 
perfectly and get full points. 


Type in OFFROAD at the Create New Driver 
Profile. 


Type in JOBINITALY at the Create New Driver 
Profile. 


Type NEURALNIGHTMARE at the Create New 
Driver Profile. 


Type PRUNEJUICE at the Create New Driver 
Profile. 


Type GREATBALLSOF at the Create New 
Driver Profile. 


Type MOONLANDER at the Create New Driver 
Profile. 


Type EASYROLLEr at the Create New Driver 
Profile. 


Type RUBBERTREES at the Create New Driver 


Highlight Pratice in the Select Mode screen. 
Then press Select, #, *, ¥, >, Select. if 
entered correctly you will see a message 
that says "Here comes a new Challenger." 


While in the practice mode and press Select, 
then quickly press #, +, >, +, >, 4 and 
Select. if entered correctly you will hear a 
message that says "Here comes d bonus 
game." 


Select Cracker Jack then press and hold #, 
©, ©, БЕШ, and EH until the fight starts. 


Highlight New Game at the Main Menu 
Screen, then press and hold ИШ, then press 
@, ©, @ ©, ©, @, @, @ if entered 
correctly Obi Wan will speak. Start a new 
game, select any character then press and 
hold ШЕШ, ШЕШ, ЕИ, and IEEE. 


When your in the first level go to where you 
have to jump from platform to platform. 
Jump on the first platform and instead of 
jumping to the Right jump to the left. 


Beat the game as Qui-gon. Then press Select 
on Qui Gon on your next game 


To get infinite health you need to beat the 
game with all the characters on jedi level. 


After beginning level 2, the Roof Top level, 
hop onto the elevator. On the right, you'll see 
a dude with a stick. Take him out and a light 
will come on above the door. Go through that 
door and take out the dude inside. A ladder 
will then drop down. At the top of that 
ladder, there’s a free life. Pick it up, exit the 
level and save the game. Repeat forever. 


Pause the game. Then press #, #, ¥, ¥, 
+» «0000. 


—=———— r 
Send all code submissions to: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: 


“manual for details. 


'ALUNDRA 2 (GS V3.2) 
INFINITE HEALTH 80067710 
80067712 
.80067704 
.E0081BFB 
8011D64C 
E0081BFB 
8011D64C 
+80067704 
б 80067706 
‘SHOPS HAVE INFINITE ITEMS...50000E20 
300674E5 
50000E20 
800674E6 
50000E20 
800674E8 
50000E20 
800674EA 
50000E20 
800674ЕС 
50000E20 
800674EE 
50000E20 
800674Е0 
50000Е20 
300674Е2 
-30067464 
-30067465 
-30067466 
-3006746C 
+3006746E 
+3006743F 
-30067440 
-30067441 
-30067442 
-30067443 
-30067444 
-30067445 
«30067446 
-30067447 
‚30067448 
+30067449 
-3006744с 
„30067442 
.30067450 
-30067452 
-30067453 
-30067454 
„30067455 
.30067456 
-30067458 
-30067459 
.3006745А 
50001501 
3006743F 


“INFINITE MONEY . 
MOON JUMP ... 


MAX MONEY 


MODIFIER . 
MODIFIER . 
MODIFIER .... 
WEAPON MODIFIER 
SHIELD MODIFIER 
WONDER ORB . 
HERBS .... 
COMPASS .. 
TONIC . 

ELIXIR 

PANACEA .. 
LORIEN NUTS 
GRAPES OF ERU 
ROUND KEY 
TRIANGLE KEY 
TICKET .. 

BONE DART 

GOO GOO BIRD. 
PUZZLE PIECE . 
ELF RING 

SP ELF RING. 
GUARD RING . 

SP GUARD RING 
AMULET .. 
ELEMENTAL RING 
ELEMENTAL CHARM . 
CRIMSON CAPE .. 


1 INFINITE 
INFINITE 
INFINITE 

"INFINITE 
INFINITE 


INFINITE 
INFINITE 


[1 INFINITE 
INFINITE 


INFINITE 
INFINITE 


THE RACES VS BULL GAME CODES 


*, INFINITE GRAY COINS . 
INFINITE TONIC ... 
INFINITE GOLD COINS . 


.801C72C0 
.801C72BC 
.801C72B8 
-3006744F 


Ц ALWAYS HAVE 5X MULTI-PLAYER 800664B4 
y SCORE MODIFIER 80154888 


80067708 ?? 


аа. 


Many keen readers have noticed that this feature has been mysteriously absent lately. 
Please accept our apologies, but rest assured that the EXware section is back to stay — and 
we promise that it's gonna be better than ever! A recent changing of the guard has made Gary 
our resident “control freak,” and he’s already amassed а mountain of cool stuff to review. 


Each month, the “Uber Gamer” will be thoroughly testing current PlayStation products to let 
you know which ones are worth your hard-earned bucks. To kick things off, we have reviews 
of four controllers that offer an alternative to Sony's tried-and-true Dual Shock. These products 
were comparison-tested for many hours with a variety of games, including Gran Turismo 2, 
Tekken 3, Ace Combat 3 and other titles. So, without further delay, let's get to the full report! 


Product: Dual Force 
Manufacturer: Mad Catz 


MSRP: $19.99 
We actually reviewed a version 
[irene ofthis controller several years 


ago and gave it a Silver rating. 
But, since the folks at Mad 
Catz were nice enough to send 
а new Dual Force controller in translucent purple, we decided to 
Ый see if the verdict was still the same. it's а good thing we gave it 
another shot, too! With its sharp looks, comfortable feel and 
responsive handling, this controller ended up being the current favorite. 


The first thing you notice is the unit's sleek, shiny appearance, which comes in 
different colors. More importantly, the controller has a solid, comfortable feel, 
largely because of the textured rubber grips integrated into the underside of 
each handle. Special recognition must also be given to the smartly designed 
D-pad, which is a dream come true for fighting game fans. The round, one-piece 
design was incredibly responsive with Tekken 3, and it saves a lot of thumb wear 
compared to the Dual Shock. The Mad Catz controller is also a bit larger than 
Sony's, so if's a better fit for adult-size hands. 


The Dual Force offers three handling modes: Digital, Analog and Steering Wheel. 
Digital mimics the original PlayStation controller, letting you use the analog sticks 
instead of the D-pad and action buttons. Analog mode handles with even 
more precision, and the Steering Wheel setting lets you steer with the left 
Stick, while accelerating/braking with the right. The problem with this last setup 
is that you sometimes get a sudden disorienting view change if you accidentally 
push down on the stick in GT2. 


But hey, we're not saying the controller's perfect — just that it's versatile, well- 
designed and a very good value. 


Product: Viper 2 
Manufacturer: nYko 
MSRP: $19.99 


Another good value is 
the Viper 2, which also 
comes in a variety of 
translucent colors. 
Like the Mad Catz controller, the Viper 2 is a better fit for adult- 
size hands than Sony's Dual Shock. However, this is the only controller 
tested that is officially licensed by Sony. x 


The Viper 2 boasts the same full list of features as the Mad Catz controller: 


convincing vibration effects, a handy Turbo button and three different handling 
modes. Performance in the Digital, Analog and Steering Wheel modes is every bit 
as good as the Mad Catz unit. with the same problem occasionally arising in 
Steering Wheel mode while playing GT2. Otherwise, the Viper 2 handles with 
admirable precision and finesse in q variety of games. 


The main reason this controller didn't score even higher was the more user- ` 


friendly design of the Mad Catz unit. That said, we still have no problem 
recommending fhe Viper 2 ds a strong value. 


Product: PX2500 
Manufacturer: Saitek 
MSRP: $29.95 


Give Saitek credit for | 
making a controller 
that looks and feels like nothing else on the market. ` 
The PX2500 features a techy, futuristic design that 
could be described as "busy" — but that's only because 
this controller offers even more features than its 
= competitors. tt includes ай the same handling modes, ` 
pius а special Throttle Wheel located below the analog апека апа 
lockable axis rings that isolate the sticks for better control. 


The Throttle Wheel is a neat feature that adds a unique feel to 
driving and flying games. However, its slightly awkward position 
makes it a tough stretch for your thumb over lengthy periods. The 
lockable axis rings also offer a precise touch with driving games, ` 
although the analog sticks feel a bit flimsy. And, while the D-pad 
is a round, one-piece design similar to the Mad Catz unit's, it’s 
simply not as intuitive. 


But the biggest problem with the PX2500 is that its action buttons 
are too small and close together, resulting in the occasional faulty 
button press. A Silver rating is still very respectable, but gamers 
will have to decide whether the extra features are worth the ` 
higher price. 


Product: PX2500 ү: 
Manufacturer: Saitek 


Although it's the most 
expensive of the 
bunch, this controller 
actually turned out be the most disappointing, because 
it fails to tive up to ifs potential. Essentially, the РХЗООО 
is the same as the PX2500, only instead of the right 
analog stick, there's a special Tilt button that lets ` 
you steer by actually moving the whole | controller. | 


the Tilt mode. However, even with the ability to pete the funem 
it's still too hard to tilt-steer with consistent precision. This реса 


. ‘Garnet е nre 


Ba a = 

гу & © 1999 Namco Ltd. AI Rights Reserved. PlayStation andthe PlayStation logos are registered trademarks of Sony Computer 
Entertainment пс. Licensed by Nintendo, Game Boy and Game Boy Color are tra tendo of America Inc. © 1989, 1998 Nintendo 
‘of America Inc. Sega, Dreamcast, and the Dreamcast logo аге ether registered trademarks or trademarks of Sega Enterprises, Ltd. The 


e ә, 1 PlayStation. 
пир tonsa raderark he hehe pl soa Asan cl sess au ih he Sony баси Sega@Dreamcast. GOL ARES 


Welcome back to our monthly Excel preview 
spread, where we offer up the latest screens of the 
newest and hottest upcoming PlayStation2 titles being 
developed both here and abroad. While some of these 
games are still as far out as this time next year, there 
are more than a few surprises that are definitely 
on track for launch on October 26th. Surprisingly, 
many of these launch titles aren't going to be quick 
localization ports of currently available Japanese PS2 
titles, but original titles developed in the good ol' USA. 
Titles such as Rockstar's Midnight Club and Smuggler's 
Run, as well as THQ's Summoner are ahead of 
schedule and will be available on Day One. As you 
can see, Konami has definitely embraced the PS2, 
with Silent Scope (launch), ESPN Xtreme 
Snowboarding (launch), International Track & Field 
2001 (not shown but should be out at launch), Metal 
Gear Solid 2: Sons of Liberty (sadly, not launch) and 
Zone of Enders (also next year). With only three 
months to go, it's quite clear things are starting to 
ramp up. Keep your eyes peeled on this section, as 
things are definitely just starting to get interesting. 
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The true sequel to Armored Core is finally in 
the making. From Software, developers for the 
| popular series, has given their blessing to the PS2 
d| and finally committed to making the “official” follow- 

1 up to Ше original Armored Core. Having waited 
| four long years for a system that could do what 
| they envisioned the sequel to be, it is soon to be 
here (possibly for launch in October). Armored 
| Core 2 is looking extremely promising, offering 
| many of the in-depth features, customizable options 
| and multiplayer aspects from the first, with some 
| of the most intense, blistering high-end graphics 
| yet seen on the PS2. а 


As in the past, you play the role of a hired gun 
looking to climb to the top of the mercenary ladder. 
This time around different corporations will bid for 

| your killer services, on, depending on who you 

| side with, the story unfo erently. Allies are 
quick to come by, but aligning yourself with one 
will, of course, alienate others. This will not only 
[ | affect the final outcome, but,also multiple aspects 
| of the game progression, including weapons and 
| parts that become available. Missions get played 
out both on Earth and in Deep Space, with scenarios 
on Mars and other locales. Taking AC2 to the outer 
reaches of the atmosphere isn't the only thing 
From Software's pushing, as the graphics and 
gameplay look hotter than the shuttle's re-entry. 


In all there will be a staggering total of 37 ` 
missions in the game, ranging from protecting 
convoys and bases, to rescuing hostages, to all- 
out total destruction against certain structures and 
blockades. Depending on your mission choices, 

the average game will consist of somewhere 
in the neighborhood of 20 scenarios, so it will be 
to your advantage to go back and try different 
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missions, as new parts will also become available. 


àn (from the PlayStation version) will not. 
› allowed to be acéessed, so we ап 
$ ting from scratch here. But, t 
selection looks to be tremendous, wi 
а variety of new weapons and special 


shoulder machine guns, plasma 
cannons and missile launchers, as 
well as your left and right arm 


Publisher: Sony/Agetec 


Developer: From Software 


branches. This opens up тоге than just new | 


optional parts. So far, we've seen twin ` 


Percent Complete: 50% 
Release: November 2000 


in close range or launch projectiles). 


The amount of new AC parts doesn’t stop there, 
either. There are now five types of legs, those being 
humanoid legged, four legged, reverse joint legged, 
caterpillar legged, and new hover models. These 
should prove useful on the water and lava-infested 
levels. Optional parts will include land mines, decoys, 
reverse thrusters, and more. And speaking of 
thrusters, while the analog sticks will not be used 


for AC control, they will function for both optional | 


parts accessories and a novel turbo-boost that hurls 
your AC two times the speed of the normal boost. 


The levels look like a good mix of indoor and 
outdoor environments. We saw some amazing- 
looking ones that took advantage of everything 
we know the PS2 to offer. They are large, complex, 
and give an amazing amount of detail to both the 
units on screen and the world surrounding them. 
One of the more interesting levels we bore witness 

*toyfeatured the AC standing stoicly on a submarine 

while being flanked on both sides by an aircraft 
carrier and battleship with enemies originating from 
both. Sounds cool ‘cuz it is! 


nd what is Armored Core without multi-player? 
AC2 promises both split screen two player action 
and multi-monitor mayhem via the i-link cable. This 
is definitely one of the more impressive PS2 titles 
‘we have seen to date and with it being slated as a 
launch title, we will not have to wait much longer 
for it to finally be here. Ашы 


weapons (which can include blades that both work \ 


If you are into playing PC games, then you might be familiar 
with the title of this upcoming PlayStation2 game, Drakan (working 
title). Originally released for the PC late last year as Drakan: Order 
of the Flame, this sequel (of sorts) is being reworked for the 
PlayStation2 and is scheduled to release in March next year. If you 
assume that this medieval action/adventure is going to be a quick 
and dirty port of the PC version, with a few enhancements and tweaks 
here and there, you would be assuming wrong. The developers, 
Surreal Software, are creating a completely new game from the 
ground up which will utilize and take advantage of the PS2's polygon- 
pushing power. 


The original Drakan starred a beautiful heroine named Rynn and 
her dragon sidekick, Arokh. In the game, the two embarked on an 
adventure to rescue Rynn's younger brother from the clutches of an 
evil sorcerer. Along the way, Rynn had to constantly engage in brutal, 
land-based, hand-to-hand combat, solve puzzles and interact 
with a host of bizarre creatures, while Arokh would take her to 
the skies to battle it out against a multitude of airborne enemies, 
as well as fly from location to location in order to cross large areas 
of land and sea. The PlayStation2 game reunites Rynn and Arokh 
in a new, mystical adventure, with the only connection from 
the first being the main characters, similar gameplay elements, 
and the tying up of some loose ends. 


If you're not familiar with Drakan, then you're in for a treat. 
As Rynn, you will be charged with many action/adventure challenges, 


such as hacking and slashing your way through gangs of ogres, imps 
and other medieval creatures, exploring ancient villages, dark caves, 


Publisher: Sony Percent Complete: 20% 


Developer: Surreal Software Release: March 2001 


vast countrysides and snowy mountaintops, and figuring out devious 
puzzles. When it looks like you won't be able to get any further on 
foot, you can call on Arokh, who will allow you to get on its back and 
fly off into the sky. By having the ability to control both characters, 
a whole new host of gaming/puzzle opportunities can be presented 
to the player. Some of the features said to be in the game include 
fully-realized 3D environments (both on ground and air without any 
load transitioning), eight vast levels (indoor and outdoor), fleshed- 
out, interactive characters with individual personalities and emotional 
facial animations, real-time animations and cinemas using the in- 
game engine, both ground and air-based combat utilizing weapons, 
sorcery, and the power of a dragon, an original, non-linear storyline, 
and a unique trading system that allows players to boost their abilities. 


Drakan for PS2 was debuted at E3 via a rolling videotape demo 
and, at that time, it was said to be approximately 20% complete. 
Like Wipeout Fusion and a few other Sony Europe titles (Dropship, 
The Getaway, F1), Drakan was originally slated to be published by 
Psygnosis, but defaulted to Sony when the company went belly 
up. With more than seven months programming time still to go, 
Drakan could shape up to be one of the PS2's more exciting releases 
early next year. 
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The first REAL sports game has (опе arrow at a time). The arrow will 
found its way to the PS2, in the form Бе either green, yellow, or red. Much 
of EA Sports' FIFA Soccer: World . like the traffic markers, these universal 
Championship. By REAL, I mean a sport color symbols have been chosen to 
that requires either: A) hi-tops, В) represent good, so-so, and bad, 
Spikes, or C) balls filled with air. Anyway, 
for those of you familiar with video 
game soccer titles, then you will 
recognize the name “FIFA”. EA Sports 
has been producing "football" games 
under that banner for nearly a decade, 
and it has become synonymous with 
the best playing soccer games available. 


This Japanese release of FIFA will 
not be the exact same version as the 
one that makes its debut on the US 
PS2. No, the American version. will 
feature the Major League Soccer 
License and all of the players and teams 
from that league. The Japanese version, 
however, doesn't include the MLS 
license, but instead focuses on leagues 
from Italy, England, Spain, and 
Germany. There are also World Cup 
international teams, and even U-23 
clubs! 


The gameplay in this PS2 version 
of FIFA is remarkably similar to the PSX 
versions. The players can make a 
number of different special moves, 
different types of passes, and they can 
also pack a certain amount of punch 
to their shots, thanks to a power meter 
that comes up when you hold down the 
shoot button. Depending on when you 
release the button, you will have a 
more/less. powerful shot. Sounds 
reasonable. As mentioned above, you 
have a few different passing options at 
your disposal, including a lob, a touch, 
and a through pass (by using the L1 
button). For your assistance in 

completing a pass, each 

player has a "passing 

„indicator“ underneath their 

feet as they dribble the ball. 

L| As you move the player, 

" E: но arrows will point іп the 
^ direction of a teammate 
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respectively, in terms of the probability 
of your pass making it to the intended 
target! For instance, as you dribble 
down the left side, the arrow 
underneath you points to the middle, 
at about 2:00, letting you know that a 
dude wearing the same color shirt (as 
yourself) is nearby. However, the arrow 
is red, so now isn't the time to pass to 


him. The color of the indicator may 
change, however, the longer you 
continue to dribble without losing 
control of the ball (as your teammates 
work to get open). 


The passing indicator helps in most 
cases, due to the fact that the camera 
angle is generally too tight to see the 
other players not in your immediate 
vicinity. You may not see the guy that 
is open, as he will be just off screen, 
but the indicators will let you know that 
he’s there (and that Пе is ореп!). 
Speaking of camera angles, there are 
four different perspectives to utilize, 
but they either get you too close or too 
far away from the action. And, even 
the ones that work (up close) will 
eventually fail as you get from one side 
of the pitch to the other. For instance, 
you may have the ball at midfield, 
working your way through the defense 
into the clearing for a shot, but when 
it’s time to shoot, you won't be able to 
see the goal — you'll find yourself taking 
a lot of blind shots. One last note on 
the camera angles — you can modify 
the height and closeness of any of the 
four preset cameras, but, unfortunately, 
it doesn't alleviate the problems. 


Graphically, FIFA SWC is head and 
shoulders above anything previously 
found on the PSX. The player detail 
(right down to the "EA" on the shoes) 


ottom line 


FIFA Soccer: World 
Championship is a terrific playing 
game of the "World's Pastime”, but 
fans of the series won't find any new 
gameplay revelations from the old 


PSX versions. That being stated, it's 

still a blast to play, and if you've got 

a PS2 and a hundred bucks burning 

a whole in your pocket, you should 
grab a copy. 


is magnificent, and the lighting f/x really 
add a sense of reality to the 
proceedings. The animations, however, 
are what really make FIFA a blast to 
play, as all of the little subtleties in the 
game are easy to see on just about 
every play. I can recall one celebration, 
in particular, that made me go "wow". 
After the goal was scored, the players 
started to run to the inside track, 
jumping over the triangular shaped add 
banners that circle the playfield. Well, 
after about five guys jumped over the 
add and started to celebrate, the sixth 
guy took off, and actually STUMBLED 
over the banner! That was cool (and 
funny). Another benefit from the high 
resolution graphics is that the special 
moves can now be seen in all their 
glory, with nary a frame of animation 


to be missed. One of the moves — the 
360 spin & flick-over — is especially 
entertaining. The move has now 
become my patented goalie killer, 
resulting in at least 1 goal a game. 


Before I go, however, I have to 
mention one disturbing aspect of FIFA 
that I hope doesn't make it to the U.S. 
version — framerate slowdown. There's 
one piece of the pitch that is prone to 
a SEVERE drop in framerate, and it can 
happen anywhere from 3-8 times per 
match. The place in question is about 
midfield, and, going left to right, the 
part of the field closest to the screen. 
Performing a pass or 
special move in this 
area just about turns 
on the "slo-mo" cam, 
and, although it only 
lasts for a second or 
two, is really noticeable 
and irritating. 
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Just when I've spent the last month 
going off, diatribe-style, on the lack of 
worthy PS2 software, our intrepid EIC 
shoots me off a FedEx. Not a FedEx 
with something like Legend of Mana, 
or the even more impressive Vagrant 
Story, but a FedEx packing none other 
than Atlus’ Primal Image — a product 
unworthy of the PS2 mark. I’ve had 
my share of bad games — it’s inevitable 
for a video game reviewer to not get 
a "kuso-ge" (pronounced ku-so gay). 
Actually, I've had a good run lately and 
have made it about a year without a 
truly pathetic game. The last stinker T 
can recall is Macross V-FX2, but I 
normally try to block any memory of 
crappy games (although, I do 
remember writing a review. for 
Supreme Warrior on the Sega CD arid 
300 quite a few years back). 


Anyway, back to Primal Image. The 
quickest way to describe this "game" 
is wholesome Pokémon Snap meets 
the not so wholesome world of soft 
porn. Here's the setup: You're a 
photographer (who looks a lot like 
David Bowie). Your mission, should 
you choose to accept it, is to snap away 
ata trio of scantily clad, under-age 
Japanese girls (Anna, Non and Yuki). 
That's pretty much it. You choose the 
girls' attire and location; they move, 
they dance, smile and wave, but 
Pokémon Snap is.a much more 
involving game in every respect. Yeah, 
music is playing, and there's a few 
locales to "shoot" at, but don't expect 
too much here. And sure, there's a 
Motion Editing Tool that's admittedly 
kinda cool (you can get Anna and her 
two girlies to pose as you like, just 
don't do anything naughty like forcing 
their hands in certain 
locations, or their mood will 
go-sour-and-your editing 
session will be cut short) 
but, in terms of gameplay, 
there's a big gaping hole. 


PRIMAL IMAGE 


Items like beach balls and blow-up 
dolls will become available once you've 
scored enough points. There’s no real 
reward for taking good pictures, it’s all 
about repetition. Give it enough time 


and you will unlock every item and 
secret. Primal Image may have some 
gimmicky appeal, but that'll wear off 
after the first minute or two, trust me. 


Moving onto visuals, that's another 
letdown. Believe it or not, each model 
in Primal Image is no more life-like 
than Ai from Ridge Racer V. The 
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environments and lighting are very 
basic, DOA2 and Shen Mue both have 
better in-game models and 
backgrounds — very unacceptable 
when Primal Image’s main focus is its 
"glorious" graphics, which are supposed 
to push the Emotion Engine to the 
limits. The background settings look 
as if they're still in development with 
some priority problems, simple textures 
and no interaction. Oh well, at least 
one of the audio tracks is.a kinda cool 
J-pop dance track. 


No matter how I look at it or how 
impartial I am I can't help but to 
despise Primal Image. Given the nature 
of reviews it's common practice to give 
a game as much time as possible. Well, 
in doing that I was going crazy. I kept 
asking myself why I bought a PS2? My 
breaks consisted of removing Primal 
Image from the CD tray and replacing 
it with Tekken Tag Tournament or Ridge 
Racer V — I had to get some positive 
reinforcement from my new-generation 
purchase. The disparity between a 
good PS2 game and a bad one is a big 
one. The ironic part about Primal Image 

_is that in Japan it will sell enough units 


for Atlus to earn back its development . 


costs and warrant a Primal Image: 
Volume 2. Oh well, at least I can take 
great satisfaction in knowing that 
Primal Image will never see the light 


bottom line 


Primal Image needs по 
analogy to express how bad it is. Га 
rather have hot oil poured down my 
throat than play this crud. Hell, I'd 
rather play Driving Emotion Type-S, 
and that statement alone speaks 


volumes. If you want to take pictures 
of a pretty girl, head down to the 
redlight district — it should run you 

Д less than 80 bucks... 


will- surely- feel the 


of day in the US (that's right Crave, 
don't you dare pick up this one). This 
is definitely a case of different markets 
having different tastes. Was some 
bigwig at Atlus Japan just completely 
infatuated with Namco's PS2 Reiko tech 
demo, or was it an easy way to make 
a game early in the PS2's development 
cycle or, possibly, that this type of 
“game” could exploit the power of the 
Emotion Engine? What would possess 
any sane man to develop а "game" like 
Primal Image? Then again, what would 
possess any sane man to purchase 
said game — well, I could think of a 
couple of reasons, but that's beside 
the point. 


There’s no two ways about it, 
there's something about Primal Image 
that 


doesn't jive right. Could it be the 
voyeuristic aspect? Could it be the 
nerdy-pervert factor? Whatever it is, 
this is another example of why not 
to rush out and buy an import PS2. Do 
not waste your cash on this drivel. I 
will have no sympathy for anyone that 
buys Primal Image — you've been 
warned. At press time there’s really 
only about two games that are of must- 
own quality. I'll give you a hint, they're 
both published by Namco (Dave would 
disagree — Paradise Golf and Fifa are 
his two top picks - ed.). It's been a 
slow, slow half year for the PS2 and 
thank God that the US 
launch is upon us. Our 
Japanese counterparts 


pressure with some 
amazing stuff courtesy 
of us Gaijin. 
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When it comes to the PlayStation’s “leading ladies,” there are a number of 

names that instantly leap to mind: Lara, Claire, Regina, Jill, Напа and Rinoa, just 
to name some of the fighting femmes who have stolen our hearts and captured 
our imaginations. 


However, not to be overlooked is New York City Police Detective Aya Brea, 
who bravely saved The Big Apple from the deadly Mitochondrian menace in 
Squaresoft’s popular Parasite Eve. For years, Parasite Eve fans have lusted 
after а much-deserved sequel — and now, after a long wait, it’s finally 
on the way. 


That's right! Aya Brea is coming back, baby — but this time, our intrepid 
heroine has quit the NYPD to join a special federal task force dedicated 
to hunting a new and even deadlier breed of Neo-Mitochondrian Creatures, 
The dgency is known as M.i.S.T. (Mitochondrian Investigation and Suppression 

Team), and it is headquartered in Los Angeles, where the story begins three 

years after the near-disaster in New York City. Although Aya apparently 

has left her friends from the first game (like Daniel) back east, there are 

still plenty of interesting new characters with whom to interact. Before 

long, events take Aya to Nevada’s Mohave Desert, where she starts to 

% unfold a sinister plot in the desolate town of Dryfield, which has 
® been overrun by the hideous creatures. 


if games like Parasite Eve, Resident Evil, Silent Hill and Dino Crisis 
P N gave you the creeps and kept you up late at night playing with the lights 
, off (or on, for all you sissies), it looks like you're in for another real treat. 
After spending some serious time playing through our preview version 
of Parasite Eve 2, it seems as if Square may very well have another hit 
on its hands. Once again occupying two discs, the sequel implements 
some significant changes that make the game look and play 

А. -even better than its predecessor. 


` ` The first thing you notice are the gorgeous graphics, 
Р which now feature beautifully detailed, pre-rendered 
backgrounds, better character 
models and incredible special 
effects. The game looks very 
impressive — easily on par with 
the Resident Evil series. Since the 
backgrounds are pre-rendered, 
the graphics engine is used for 
plenty of cool cut-scenes, lifelike 
character animations, tons of 
horrific new creatures, great 
lighting and reflections, and many 

other realistic atmospheric 
effects. Plus, the presentation 


is even more cinematic than the 
original, with plenty of dramatic 
camera angles, chilling sound 
effects and incredibly lifelike FMV 
sequences that are seamlessly 
integrated into the story. 


Another major change is the 
way combat is handled this time NO 
around. The transparent targeting dome 
and pesky attack bar from the first game are 
gone, along with the complex weapons-upgrading 
system (PE purists can find similar versions of 
these in Square's Vagrant Story). instead, Aya 
can now trade in her bonus points for more 
powerful weapons, all kinds of ammo, and a 
variety of helpful items. So, the more creatures 
you kill, the more cool stuff you can get! Aya's 
arsenal includes handguns, rifles, bayonets, 
assault rifles, combat shotguns, grenade launchers 
and other armaments that are essential for 
survival. - 


In addition, you no longer have to run around 
wasting time and evading your foe's assaultwhile 
your attack bar fills, so the fights are much 
quicker. Plus, the new targeting system doesn’t 
interrupt the action every time you take a shot. 
Once a battle begins, combat only pauses briefly 
when Aya switches weapons or uses her Parasite 
Energy powers. As а result, the fights have more 
of a fast-and-furious “real-time” feel, like the 
Resident Evil series. in fact, with all of the 
similarities, you could almost call this sequel 
Parasite Evil! 


Of course, there are still 
plenty of nuances that give the 
game its own identity, including 
Aya’s previously mentioned 
Parasite Energy powers, which 
can be gained and strengthened 
by trading in her experience 
points. These abilities include 


Pyrokinesis, Combustion, Healing, „ш 
Necrosis, Plasma, Energy Shot e 
and others. The special effects 
for her powers are pretty 
sweet, and they can easily ` э L ; 
be accessed during combat 7 7 d 1 у 
by hitting the triangle 3 
button, which brings up а 
variety of differently shaped 
targeting outlines that illustrate the 
range of each power. 


Like its predecessor, Parasite Eve 
2 features other gameplay elements 
besides combat, such as plenty of 
character interaction, lots of exploring, 
tons of puzzles and more than a few 
unusual riddles to solve. You'll have to 
thoroughly search each'Tocation too, 
because mysterious clues and valuable 
hidden items can often be discovered, 
even though they may not be visible on 
screen. 


The only thing that seemed to need a 
bit of refinement in our preview version was 
the controls, which are well laid out, but a little 
bit tricky to master. Specifically, moving Aya 
around with either the D-pad ог the analog 
thumbstick felt a tad imprecise and took more 
practice than it should, which meant that 
maneuvering her in the heat of combat was 
sometimes challenging. However, this issue doesn’t 
really detract from the overall enjoyment of the 
game — especially for those of us 
who loved Parasite Eve and have 
been waiting for Aya’s 
triumphant return. 


| ха 
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Dino Crisis 2 chro 
whose most recent assignm: d 
island, in order to locate and capture a 
Kirk. if you recall, what they found instead 
апа overrun with ferocious dinosaurs 
escaped with her life and Dr. Kirk was su 
and sent to prison. 


This all-new adventure takes place one year later. inthe interim, Dr Ki 
research on the top-secret Third Energy had been transferred to the co 
military. Despite clear warning signs, the government continued Kirk's re 
and, as a result, caused an even larger accident than before. Ed d 7 
the location of the research, mysteriously disappeared and was replaced by 
an overgrown jungle from the past. The government, embarrassed by their 
mess-up, has quietly begun an emergency evacuation mission to rescue both 
the staff and the results of the research. To do this, they have decided to use 
ап experimental time and space transfer device to send a military task force 
back in time and to the location of Edward City. This is where you come in. 
Once again, as Regina you are called into action. Equipped with specially 
altered anti-dinosaur weapons, you and your new team members must travel 
back in time on a mission you will most likely not survive. 


As you can tell from the storyline, Dino Crisis 2 will continue the same, 
Jurassic Park-style gaming elements and storyline from the first, but there 
аге some new ideas and features that will make it an all-new experience. 
While the stage and setting might be familiar, Capcom has made some significant 
stages to the sequel in order to take it in an all-new direction. Building on the 
fear and suspense one feels when playing a Dino Crisis or Resident Evil, DC 
2 will focus more on high-paced action and split-second decisions than the 
typical balance of shooting, exploration and puzzle solving found in others 
in the genre. In the very early playable version of the game we received, Regina 
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you will be able to play as two d i 
agent with incredible cn and agili 
specialty is brute force”. You can al: 
time while running, giving you twice the ei on the fly} Speaking of 
weapons, there is q new enhanced weapon , featuring а much larger — 
variety of weapons (including flame throwers i cket launchers). You now 
have the ability to upgrade existing weapons and je eA all new weaponry у 
from a large assortment of armaments. Capcom has also added a host of NE 
new and nasty dinos to combat — ten in all — with even more advanced artificial 
intelligence (dubbed second generation "Advanced Predatory Ai"). There's 
also the aforementioned ability to earn points for defeating dinosaurs — players 
will earn vital credit points to purchase survival weapons, ammunition and healing 
items. Other features include action-oriented tasks — mini-games and missions 
will require players to protect their fellow team members from persuing 
dinosaurs or chase ‘em down to retrieve important key items the creatures 
might have stolen, underwater environments — your character can 
now swim by diving into deep water with diving gear and fight it out against 
amphibious reptiles, and the ability to target enemies from above or 
below. Lastly, were told a good part of the game will take place outside, 
with lush environments that include overgrown jungles, beautifully animated 
fire and water effects, massive lava flows and gigantic bugs flying overhead. 


We'll have more coverage and hands-on information on Dino Crisis и 0 i с ed 
2in the next few months, up until its release this October. Like the previous t em 1 SHERSICOMTS. 
Dino Crisis, as well as all of the games in the Resident Evil series, DC2 T 5 
should be widely anticipated. Now, if only they would start working оп the ES HE RC g MRED m rs 
PS2 version. ! 
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RETRO HELIX 


With Kronos’ Fear Effect, Eidos finally proved that they can do more than just Lara Croft. 
Receiving plenty of critical success, this action/adventure starring femme fatale, Hana Tsu- | 
Vachel, and her mercenary counterparts, Royce Glas and Jakob “Deke” Decourt, borrowed I 
from such blockbusters as Capcom's Resident Evil and (to a lesser extent) Konami's Metal | €) s 
Gear Solid, yet still managed to be quite fresh and original in its own right. By combining f 

an anime-inspired, futuristic setting and storyline with some very cool animation, special 
effects and full motion video streaming, the game did a lot of things right. We were impressed 
enough to put it on our March cover this year, although Senior Editor Mark Androvich felt 
there were a few rough spots that still needed to be ironed out before it could achieve Gold status 
(he gave it a score of 89%). With the sequel (which, in terms of story chronology, is actually a 
prequel), Fear Effect: Retro Helix, Eidos just might have what it takes. 


The storyline for the prequel delves into the colorful histories of the original cast of 
the three mercenaries (while introducing a new, playable character, Rain Qin), as well 
as the extraordinary set of circumstances that brought them together. Their new adventure 
will take them from the chaotic alternate reality of Hong Kong and the gritty, crime-infested 
streets of Hell's Kitchen, New York, to the Walled City of X'an, the Lost Tomb of the First 
Emperor and, finally, into the legendary mountain island of the immortals, Penglai Shan. 


Like the original Fear Effect, each character will be playable and have separate storylines 
that will ultimately interweave with each other. Hana and her partner, Rain, must infiltrate a 
highly-guarded corporate tower in order to obtain an encrypted DNA sequence. Deke will 
embark on an exhilarating hunt to intercept a business exchange in the back streets of "d 
New York. And, finally, Glas must penetrate a military base in Afghanistan to obtain a 
bio sample, then hijack a transport aircraft for the escape. 


if you thought the first FE was graphically striking, then you'll be even 7 
more impressed by the prequel. Kronos has produced d second generation | | | 
г 
1 


of their proprietary “Motion FX3D” technology, which brings the 
backgrounds and environments to life with much more detail == 
and animation than before. They have also incorporated over120 f 
minutes of CG cut-scenes which, like before, are seamlessly — 
integrated within the gameplay engine. Some of the other new — - 
features in the game include eight unique locations to explore, over y 
800 different camera angles/room perspectives, no load times t 
(even after death sequences), all-new story-driven environmental ` | , i г 
Р- f 
ТА 


puzzles, а wide selection of new Melee and Range weapons, а пем, | | „а 
real-time inventory system, over 60 types of enemies with advanced 7 
Ai that are placed randomly for greater replay value, and ahost ` eat Í 


of hidden features and secrets to unlock and uncover. га 
Fear Effect: Retro Helix is still quite а ways off and it is unknown = 
how many CDs the game will span when all is said and done (the 
first was on 4). With Soul Reaver 2 heading for the PS2, it’s nice to see 3 
that Eidos isn’t abandoning the PlayStation just yet. 


— 
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I smell the blood of an Englishman. 
Be he alive or be he dead, 
I'll grind his bones to make my bread. 


Still Hooked On СК 


1999 saw the return of several classic videogame titles — games such as 
Space invaders, Q*Bert, Pac-Man, Missile Command, and Pong all appeared 
on the PlayStation. Collections such as Arcade Party Pack (Atari coin-op games), 
mene intellivision Classics, and Konami's 80's AC Special also brought several 
long-dead games back to life. if you thought we had seen the last of the “retro” 
craze, however, think again! There’s still more money to be milked out of 


those classic licenses. by Mark Androvich 
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Although the original Pac-Man was а fun game, Ms. Pac- — f 1 


w AA 


гі 


S manae жш. Man did him one better with multiple mazes and mobile / 1 > / b 
Эй casio КШ snacks. PlayStation versions of both of these arcade classics [ WE ў 2 
&.. Loc can be found on the Namco Museum disks, but last year d a 1 
я” ыйы Namco also released “Pac-Man World: 20th Anniversary.” ET м 
E ЧЕЛ Along with a classic and 3D version of the original game, Pac-Man 47 
World's highlight was a “quest” mode where you got to take our favorite ( 
round yellow hero through 3D environments — butt-stomping and throwing ) š k i 
pellets at various enemies in themed worlds. "e 


Proving that behind every good Pac-Man is a Pac- Woman, Namco 
is poised to release Ms. Pac-Man: Maze Madness this fall. As a big fan 
of Pac-Man World, i was a bit disappointed when i first saw this game at E3. 
Why? Because the quest mode is no more! Oh, sure, it is still called a "quest," but qx 
there is no longer the same freedom of movement or the special moves. Í guess Ms. 
Pac-Man is too dignified to butt-bounce, eh? 


instead, Maze Madness plays more like a puzzle game — something similar to a 
3D Chip's Challenge (if you remember that old Lynx/Windows game). There is still a 
lot of "dot eating” going on, but our heroine has also got to collect keys to open 
doors, explode TNT crates, use spring-loaded pads, and push blocks to help her 
avoid obstacles and reach the goal. The demo that i played featured several different 
worlds with various themes such as Egyptian pyramids, ice caves, a haunted castle, 
and the Orient. 


The more that i played the demo, the more i got hooked on the simple yet brain- 
teasing gameplay. if i had one complaint about Pac-Man World it concerned the ease 
at which Pac-Man fell off the playing field or the difficulty in performing certain moves 
without getting stuck on background obstacles. The camera was also not very helpful 
in places. in Maze Madness, your movement is restricted to horizontal and vertical 
pathways. The camera can be zoomed in and out with the action buttons, but there 
is no swimming, throwing, running, or bouncing. instead, you've got to use your brain 
to figure out how to get through the level obstacles. 


T 


à 


Fans of the arcade game will appreciate the fact that Namco has also included 

it with the new quest mode. Last, but certainly not least, is a new multi-player game. 
Although the demo did not have all the options available in this mode, if basically 
involves two to four players collecting “dots” simultaneously. As they move 

around the maze, they must watch out for each other as well as for the 

y traditional ghost enemies. New and interesting power-ups appear — a chili 
pepper causes you to ledve d trail of fire, tennis shoes quicken your pace, 

# and so on. You can play as any of the Pac characters, including Jr. Pac-Man 
L. ,Professor Pac-Man, and even а Pooka (from Dig Dug). The first player 

£ to earn a set number of points wins. Two other modes — one 
т < involving tag, and the other involving a bomb — were listed in 
the options screen but were not yet playable. While it is too 
early to judge, the multi-player mode can only add depth 
to an otherwise great new game. 
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As a videogame, Frogger sure has “legs.” Despite being released nearly 
three years ago, the game still periodically makes it into the Top 10 bestsellers 
list. it didn’t receive critical acclaim, but the public went for it in droves. 
if Frogger hadn’t been such a success, it is doubtful that Hasbro (or any of 
the others) would have continued with their plans to update other classic Es 
games. 


So what's new and improved with the sequel? Well, first of all, our 
amphibian friend can now perform both a super hop and a double hop 
(skipping over a square). Gone is the whole tongue and super tongue 
action [insert dirty joke here]. Additionally, the camera has been 
moved slightly so that it is generally above and behind your 
frog rather than immediately above it. Finally, instead of having 
the screen turn and move around the player — which caused 
alot of disorientation in the original — the camera stays steady 
and the player can move into the background or foreground. 


As with the original, your goal is to rescue five colored 
frogs located throughout the various levels. The pre- 
release version Í tried featured levels which took place 
in a haunted house, d canyon, and in outer space. There 
were no time limits on rescuing the frogs, nor did 
you have to start at the beginning of a level after 
rescuing each frog. in addition, although some of 
the frogs were harder to reach than others, it never felt 
as if you had to search for them. The result is a game 
which, unlike the origindl, doesn't require you to 
methodically explore and memorize the levels while watching 
out for unseen peril. For those of you who complained about 
the difficulty of the original, Frogger 2 is easier and often Ҹ 
resembles a 3D platform game such as Gex or Pac-Man World ` 
(albeit with hopping on squares). 


There is still a lot going on all around you as you attempt to 
capture the colored frogs. in the demo's canyon level, pathways 
disintegrated and a huge rolling boulder threatened to squash our 
hero a la indiana Jones. in the castle level, you could slide down a railing 
and had to hop across pumpkins in a giant vat. The space level was the 
most interesting and unique of all. After hopping aboard a small ship, 
you take flight on a trail of stars in hot pursuit of another ship. This 
ship throws colored objects at you in an attempt to knock you off your 
ride. Every so often, it will also throw one of the frogs. You've got to dodge 
the objects and catch the frogs without hopping off of the three spaces 
which make up your ship-flying though space all the while! Crazy! 


Considering the huge success of the original, Frogger 2 will likely be a 
big seller for Hasbro this fall — especially since the level of difficulty 
and game mechanics seem geared towards a wider audience than the 

first game. 
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i'm not sure why this title is with Hasbro, as the original 
Galaga arcade game came from Namco and was distributed 
in the U.S. by Bally/Midway (even though Atari distributed 
other Namco games such as Pole Position and Dig-Dug). 
Hasbro must have got the rights to it from the same deal 
that lets them publish a Pac-Man PC game. in any event, 
as with Q*Bert, Hasbro is releasing an updated version under 
the Atari label even though Atari had nothing to do with the 
original. 


Galaga was a sequel to, and a variation of, Galaxian — 
which itself was q variation of Space invaders. in the original 
Galaxian, rows of colored aliens appeared to float in space. 
Players maneuvered a ship which only moved horizontally in 
an attempt to shoot them out of the sky. Unlike Space invaders, 
the Galaxian aliens took flight and swarmed down on the 
player. Galaga went further — not only did it allow players 
a slightly greater freedom of movement to avoid the aliens, 
but the aliens flew into formation to start each round. in 
addition, there were bonus rounds (which required to 
memorize the patterns of aliens, shooting them all down 
before they quickly flew away) and a ranking which calculated 
your hit/miss ratio (a first?). Fans of the classic game will 
also remember letting aliens capture one of their ships so 
that they could later rescue it, thereby doubling their 
firepower. 


Graphically speaking, shooters have come a long way 
since that time. Most modern examples of the genre take 
place in 3D environments with scores of enemies and 
powered-up weapons. When Activision updated Space 
invaders last year, it chose to keep the 2D “shoot 
and scoot” gameplay while improving the graphics 
and adding a few power-ups. The resulting game 
was fun, but in a limited way. When | first learned 
of a Galaga sequel, Í wondered if it would follow 
suit or if it was going to get the full 3D 


treatment. Hasbro has chosen to go with the latter. 


Galaga: Destination Earth reminded me of several old 
space shooters such as Gyruss, Starfox, and (if you can 
remember that far back) Scramble. But, you might say, don’t 
those games take place in different perspectives? Exactly! 
Galaga DE actually mixes several different perspectives, 
taking you from a third-person behind the ship view to a 
side-scrolling position and even a top down camera which 
approximates the look of the original. There is even an 
interesting mode which lets you dock with a cannon and blast 
away at the aliens in first-person mode! Although you can 
move in all directions, the game is definitely "on rails," meaning 
that it takes you where it wants you to go. The catchy Galaga 
theme music is present, albeit expanded upon, and the same 
dodge and shoot strategies apply. You can still retrieve a 
captured ship for extra firepower, and you can also use your 
own "capture ray" to snag а few aliens to fight alongside 
you — an element taken from Gaplus, Galaga’s sequel. 


in the alpha version i played, there was no indication 
whether or not the original Galaga would be included (even 
though both Namco and Hasbro have included 

coin-op originals in their past releases). The 

game also still needs a little bit of tweaking — in 

the third-person perspective it was hard to tell 

«г ON when the aliens were in 


уа your line of fire. The 


Bi == 002420} graphics are also a little 

m| sparse for my taste, 

n especially when compared 

ка to similar games such as 

R-Type Delta or Einhander, 

Nevertheless, it does have 

that “retro” feeling to it 

| with simplistic, yet 
addictive gameplay. 
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if the first thing you think of when you see 
this title is the Swing Out Sister song from 1986, you're probably 
too young to remember the old arcade game (although you've got 
а good memory of pop music). Not long after Pong appeared, the 
Atari programmers turned the playfield on its side and added 
q row of bricks instead of a second player. Rather than hitting 
a ball back and forth, your goal was to break through the wall 
of bricks by bouncing d ball off of your paddle. You had to have 
quick reflexes to anticipate the return angle of the ball, not to 
mention the ability to juggle several balls at once in certain 
variations. [MARK'S TRIVIA CONTEST: The first person who can tell 
me what system/game this secret messdge screenshot comes 
from will get a prize (some E3 swag). if you can tell me how to make 
it appear, i'll send you something even better!] 


Pong got the 1990's update from Hasbro last year. Although 
it received only average reviews, i especially liked it. Í thought it 
brought back memories of a simpler time, when two players fought 
a battle with only paddles and d ball. At the same time, Hasbro 
gave the gameplay a boost with crazy power-ups and imaginative 
variations. in fact, some of the Pong variations reminded me of 
Breakout — so it isn't surprising that the same engine is being 
used for a Breakout update. 


As with Pong, your paddle has been given "character." it 
conveys emotion as it moves from stage to stage, through an 
Egyptian motif (in the alpha version, anyway). The object is, of 
course, is to still destroy bricks with a ball and paddle. 

Like Pong, the game is played in 3D and there are many 
variations. in one level, you have to bredk a hole through 


you hit certain colored portions of the wall by 

mistake, it moves closer to you. Even in basic levels, 

such as one requiring you to knock down a pyramid brick by 
brick, the action can get fast and furious — hitting a brick while 
it is flashing will send multiple balls into the playing field. 


Both Pong and Breakout really would benefit from an 
old paddle controller, but both the digital and analog sticks 
work fine. it seems that the Breakout team has tweaked the 
controls a little bit, so that they aren't as touchy as they were 
in Pong. Another change | noticed was that, depending upon 
the level you are in, the ball reacts differently when hit on 
different parts of the paddle. This was missing from Pong, but 
is more necessary in Breakout since you are often trying to 
“aim” the ball at a solitary brick or hole. No multiplayer games 
were available in the beta version, but the option was available 
from the main menu. i can well imagine such a contest — 
the bricks would be placed in the center, with each player's 
paddle on either side. Perhaps, as with Pong, a version of the 
original coin-op will also be hidden in the update. 
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Conventional wisdom with regard to “Rayman 2: The 
Great Escape” would surely have PlayStation owners expecting 
acheap port of the N64/Dreamcast/PC (and soon to be PS2) 
versions of the game. After all, it’s been over nine months 
since the game shipped for N64. Then again, Ubi Soft has 
shown almost an unnatural desire to improve upon the 
limbless little guy’s world with each iteration of the game 
— the Dreamcast version currently representing the best 
of Rayman. So, it was with a mixture of hope and dread that 
| entered into the world of Rayman, one more time. 

My first reaction to the PlayStation game was one of 
surprise, bordering on shock, that the PS game looks as good 
as it does — with a 3D engine rivaling those found in Spyro, 
GEX, Medievil and Ape Escape. The developers at Ubi Soft 
(China) have created this engine specifically for the PS game. 
Of course, it isn’t as fast, smooth or detailed as the other 
versions of the game but, if you squint your eyes ever so 
slightly, the six year old PlayStation displays a game that is 
а more than reasonable facsimile of its high-tech cousins. 

But, the look of Rayman 2 is not what really wins you 
over, it is the depth in gameplay. The game simply offers 
play mechanics by the bagful. Rayman rides funky little 
pencil-rockets; He uses his ears to become a Rayman 
helicopter, he uses his fist (and a powered-up version later 
in the game) as a weapon; He swings on beams of light 
that he fires at hooks suspended in the air; He uses his 
fist to propel what looks to be a grape, that he rides across 
а lava stream; He waterskis behind a swamp monster... The 
list goes on and on. 

And the story is so engaging and innocent. Rayman has 
been imprisoned by pirates that have captured the heart 
of the world and broken it into pieces of energy called Lums. 
Ly, the fairy, is hoping to find Rayman and restore his lost 
powers, so that Rayman can fight the pirates and bring 
peace to the world. To do this, she sends Rayman’s friend, 
Globox, to the pirate prison ship and tells Globox to allow 
himself to be captured. The big, blue fella is carrying one of 
the precious Lums that Ly has managed to keep possession 
of — allowing Rayman to regain his fist power and escape, 
with Globox in tow, the pirate prison. 

Of course, things don’t go as planned and Globox and 
Rayman become separated immediately. Rayman’s tasks 
now become more complex as, in addition to finding Ly, he 
must now seek-out Globox and, as the story develops, secure 
the four special masks that are the key to restoring peace 
to the world. 

The story is warm апа fuzzy, but the gameplay is all 
action. in addition to collecting Lums, Rayman must also 
rescue what look to be little witches that the pirates have 
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locked in steel crates scattered throughout the different levels 
of the game. in return for releasing them, the grateful little 
gals will restore some of Rayman’s health and will add to 
his health meter as the game goes on. This is one of the many 
features that are unique to the PS version of the game. in the 
N64, PC and Dreamcast titles, these steel crates simply 
contained additional Lums. Additionally, experienced Rayman- 
ers will find that the levels have been tweaked with a bit 
and that there are bits present in the PS version of the game 
that were missing from either the N64 or Dreamcast games 
— or both! 

The PlayStation game also is the first to bring intelligible 
voice to the Raymdn 2 characters — and the voice acting is 
surprisingly good. Í swear there are times when Rayman's 
voice sounds quite d bit like Woody Allen and Globox has the 
classic big goof-ball voice that is currently the province of the 
older brother in "Everybody Loves Raymond". in the other 
versions of the game, the "voices" were all spouting what | 
believe to be some sort of French gibberish. in addition to the 
audio improvements, the game's engine really delivers the 
good. While the environments are somewhat cloistered, as 
compared to something like Spyro, they offer textures that 
hold together pretty well, great lighting effects, solid character 
animation and a camera system that is up to the task of 
following action that finds Rayman on foot, in the air and 
piloting different craft. The camera isn't perfect; Like all 
action/platform titles (with the exception of the Crash and 
Spyro series"), it is virtually impossible for the design team to 
take into consideration every possible approach that the 
player might take to explore a room or ared. Because of 
the human factor and the nature of real-time 3D in closed 
spaces, there are d number of times in the game where you 
will have to pause and wait for the camera to catch up to you. 
There are also times when you will die because the camera 
has switched directions on you ds you leave one area and 
enter the next (a problem that GEX: Enter the Gecko suffered 
from as well). These oddities aside, when you consider all of 
the things that the game is asking out of the camera system, 
it does q great job of keeping the game flowing. 

Great gameplay, great graphics and a fun story add 
up to one of the remaining slices of PlayStation heaven to 
be had in this year of the PS2. if you aren't going to be buying 
the new bad boy this year, then you will definitely want to 
check out Rayman 2: The Great Escape. And, if you are going 
to be one of the two million or so people that are shifting to 
PS2 this holiday season, you will have the joy of playing the 
game in its ultimate version. Any way you look at it, everybody 
loves Rayman — including this seasoned action/platform 
veteran. 


DAVE 


In a year that finds the average PS player at his/her 
youngest age, Rayman 2 is perfectly positioned to take 
a place in your family’s game library. While suitable for 
the little people, it is a serious “gamer’s game” as well. 


Ubi Soft was kind enough to provide - 
us with a few shots of the upcoming PS2 
version of Rayman 2. Ubi is trying to ship 
the game at hardware launch (October 
26, “00 — if you sleep under a granite 
duvet), but precious little information is 
available as we go to press. What we can 
expect from the title, based on what we 
saw up and running at E3, is a game that 
runs at a steady 60 frames per second, 
with spectacular lighting effects and, given 
Ubi’s track record on the Dreamcast and 
PS one versions of the game, additional 
gameplay changes/enhancements... plus 
(maybe) a new level or two. As you can see 
from the screens, the game looks gorgeous. 
We hope to be able fo tell you more about 
the title in the next couple of issues. 
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If you haven’t had the pleasure of playing one of the other 
versions of the game, you will want to give this one a Stag 2228 
look. ex 


Being the first PlayStation developers 
to set up shop in China is really quite 
groundbreaking. Can you explain how this scenario 
came about and what where the challenges in 
doing so? 


At Ubi Soft for Rayman 2, we started 
developing the common basis of all versions under 
Michel Ancel’s [the creator] supervision. This 
initial development includes the graphics, the 
main character behavior and the design of 
ingredients that will help create gameplay. Once 
the basic elements are ready, a team is formed 
for each platform that works autonomously to 
get the best results from each platform and 
reach our overall objective, which is to create 
the best dction game on each platform. 
in Shanghai, there is the experience and talent 


A'GANDIDGONVERSATION 


WITH THE DEVELOPERS OF J | 


we were looking for in artists and engineers for 
the development team. China is a huge market 
we could not ignore — there are great people 
in Shanghai. Technically speaking, they are a real 
added value to our company and to the Rayman 
2 PlayStation team. This was a perfect strategy 
for us. We now have a great studio in Shanghai 
that is going to focus on PlayStation titles and 
new creations specific for the Chinese markets 
on the PC. 


What are some of the other titles the team 
has worked on? is this their first PlayStation 
game? 


i: The Shanghai team has already developed 
other Ubisoft games, such as Monaco Grand Prix 
on PlayStation. They are currently working on 


2 


puce 


other titles, including Donald Duck and Jungle Book. 


Р5ЕХ: is the team comprised mostly of the Chinese 
development staff, or do you have programmers, 
artists, designers, etc. working in tandem with them 
from other Ubi offices? 


Ubi: The team is mostly comprised of Chinese 
developers (they come from high-level schools 
specialized in graphics, game development and 
programs). Some people, such as the project 
manager, Nathalie Paccard, or the lead game 
designer, Jean Christophe Guyot, come from Ubi 
Soft in Montreal. They have already worked on 
Ubisoft games and are our resident specialists 
regarding Rayman. 


PSEX: Okay, Rayman 2 has been out for just about 
every system currently available but, for those few 
readers who might not be familiar with the title, 
could you give them a little background on the 
limbless guy and the storyline for the sequel? 


Ubi: Actually, this game is not a sequel, it is a new 
version of the game using the character of the 
original Rayman PlayStation blockbuster. Rayman 
is a no arms, no legs hero whose origins are unknown. 
He has original powers like his Power Fist and, 
furthermore, he can use his hair to float like a 
helicopter. in Rayman 2 PlayStation, you will share 
breathless adventures, face pirates who have 
invaded Rayman's planet, use amazing means of 
transportation — water skiing, racing across 
mountains, riding on the back of a rocket, etc. — 
and you will know what action means when entering 
into Rayman's world. 


PSEX: From the reviewable PlayStation version of 
Rayman 2 we've received, it's obvious the 
development team is very talented and know how 
to get the most from the PS hardware. What were 
some of the obstacles in getting this game onto the 
system? 


Ubi: They had to rebuild and recreate the graphic 
engine and tools to develop the game. Rayman has 
more complex landforms than other PS games. it 
makes the game look beautiful and natural, while 
at the same time challenging the PlayStation 
hardware. 


Р5ЕХ: 15 the game a straight-over port from опе of 
the other (N64, DC, PC) versions or have their been 
changes made (ie: gameplay, level design, 
improvements, etc.)? Can you touch on some of the 
more major differences? 


Ubi: A 2D bonus map has been integrated at the 
end of the game. You can access it only if you have 
entirely finished the game. Some of the levels were 
reshaped and altered to fit into the PS's VRAM 
as well. Some other differences include voiceovers 
for all of the major characters, more cinematics 
to introduce secondary characters (the Ninja Pirate 
for instance), and CD-quality sound and music. 


PSEX: Are you using the same engine/assets or did 
you have to create everything from scratch? 


Ubi: We basically had to create d new engine, 
specific to the PlayStation console. 


PSEX: How long has the PS version been in 
development? Why did it take so long to get Rayman 
2 onto the PlayStation? it seems like the PS would 
be the first platform to develop on, rather than 
the last. 


Ubi: The game has been in development, in some 
form or another, for the past two years. it was 
definitely challenging for the development team 
to develop such a beautiful game on such a console... 
they absolutely refused to be defeated and release 
a sub-par/watered-down version. They had to 
respect the top quality of past versions (PC/N64/DC) 
and they needed time to do that. We feel they 
succeeded. 


PSEX: Sony has still not officially announced plans 
for the PocketStation in the United States. The 
version of Rayman 2 we have has an option for 
it. is this feature going to stay in the US release, 
or will it be solely an overseas option? 


Ubi: The option will be left in the final version, 
but won't be an option you can readily choose. 
Since Sony has not yet authorized the use of the 
PocketStation in the USA and Europe, we will keep 
it locked and it won't appear on the final version. 
if one day Sony decides to release it, we will unlock 
these options via a code. 


PSEX: What other titles is this team currently working 
on? When we visited the offices d few months back, 
we saw version of Donald Duck апа Jungle Book. 


Ubi: Yes, both of those titles are being developed 
in Shanghai. The team is developing quite an 
expertise on PlayStation. 


PSEX: is Donald Duck using the same engine created 
for Rayman? 


Ubi: Yes, the base is the same. 


PSEX: We have to ask... What's the deal with Rayman 
2 for PlayStation 2? it was definitely a pleasant 
surprise to see it at ЕЗ. Will it be a launch title? 
is if being developed in China as well? Can you tell 
us what enhancements it will offer for the PS2? 


Ubi: The game will be launched in November 2000. 
it is a totally innovative and strongl: 
improved version. Expect non- 
linear gameplay, central 
maps, high graphic quality, 
60 frames per second 
animation, and more intense 
action and battles (the - 
pirates will have different 
life bars and are more 
numerous). The game is 
being developed in our 
Annecy development 
studios in France. 


infogrames 


ALONE IN THE DARK, 


One of the most revered titles amongst the hardest of hardcore video game enthusiasts 
has been the Alone in the Dark series. The original Alone in the Dark was truly the originator (and, 
most likely, the inspiration) of the “Survival Horror” genre of games that have been all the 
rage during the 32-bit years. Understandably so, the original AitD franchise hasn't done that well 
on the PlayStation, but has a very strong following among the PC crowd. With the next install- 
ment, Alone in the Dark: The New Nightmare, infogrames is creating the game specifically with 
the console crowd in mind. in addition to an eerie atmosphere and chilling effects, the big 
news in this version is the addition of a second playable character in the game. Aside from super- 
sleuth Edward Carnby, you'll have the option of controlling Aline Cedric,a high-spirited adven- 
turer and anthropologist who is described as strong, conflicted and determined. in addition to 
the two main characters, There are ten non-playable characters that will either help or hin- 
der your efforts in the game. Once you've chosen your character, you will set out on your super- 
natural journey on an island off the coast of Maine known as Shadow Island. Your quest is one 
of uncovering the “truth” on this mysterious island, with plenty of action, exploration and puz- 
zle solving to be Пад. The developers are striving to evoke a large amount of anxiety and fear 
from the player, as they wonder through the mysteries of Shadow island. The game is due out 
this Fall on the PlayStation and we will have much more coverqge-of the game in the next issue. 


We at PSExtreme have always been 
more than willing to criticize bad ideas 
and praise good ones throughout our existence. This new 
Bond game from EA definitely falls in the good idea camp. 
The low key name, “007 Racing” might make you think of ап 
ill advised cart style racing game. Never fear, what we have 
here is a racing game that takes its cues from some of 
the better Bond movies and uses the cars and weapons 
from them to put you in an adventure-based racing game. 
The early car inventory includes the classic Aston Martin 
DB7, Lotus Esprit Turbo and the BMW Z3. Each car is equipped 
with weapons and gadgets from various movies, as well 
as a few, never seen before “special items”. Of course, you 
take on the role as Mr. Bond and race around in new story 
lines inspired from the various movies. Your objectives range 
from pursuit, to protection, to termination and surveillance 
missions, all with assistance from the infamous “Q” branch. 
The villains you'll face include such notables as Jaws and 
Odd Job, as well as а host of others. There are over 15 mis- 
sions in all, most with familiar settings and locales from the 
movies. A multi-player mode will also be available for a lit- 
tle head-to-head action. The game is due out this Fall, look 
for a complete review in the coming months. 


Picking up where the original 
left off, Enix is readying Bust A 
Groove 2 for a US release. in case you missed it (shame on you!), the original 
Bust A Groove was а “Simon”-type game іп the same vein as Parappa. instead 
of rapping, however, your characters danced to disco, house, and hip-hop tunes. 
The game required players to press the direction pad in a certain sequence, 
ending with the O or X button on the final beat of the music. By hitting the tri- 
angle button on the beat, you could also send an attack against your opponent. 
if the other player didn't press the square button at the right moment to dodge, 
he or she would be knocked down. Meanwhile, your character could continue 
dancing and score more points. The characters were colorful with an anime 
flavor, and the background environments changed depending upon your per- 
formance. Although the game didn’t take too long to complete, it still had replay 
value in that it was simple to learn for both kids and adults. The early pre- 
view version we received of Bust A Groove 2 shows that the designers have kept 
the fun intact. The music is all-new, but in the similar style as the original. 
Returning characters include Heat, Shorty, Strike, Capoeira, Kitty N., Kelly, 
and Hiro. The preview version featured three newcomers and 8 other locked 
characters. The look of the characters and the game itself is much more 
“cartoony” than in the prior version, if that is even possible. Lest you 
think this is just an uninspired sequel, a major change has been made to 
the gameplay. in the original, it didn’t matter how fast you hit the direc- 
tional pad buttons so long as you ended on the final beat. in the sequel, the 
directional pad sequences must be performed in synch with the rhythm. 
The arrows are color-coordinated to let you know whether the move comes 
on the full beat, half beat, quarter beat, and so on. This definitely adds a 
degree of difficulty which was not present in the original game. 


Franchises can be a double-edged sword these days on the PlayStation. While 
name recognition and a history of quality and innovative gameplay might make for 
q natural choice, watering down q franchise with too many titles might destroy it. 
3DO has а bonified franchise success story on its hands with the Army Men fran- 
chise, but have been running the risk lately of stretching it dangerously thin with 
their multiple titles within the Army Men universe. After the last two disappoint- 
ing Army Men releases — Sarge's Heroes and World War — Army Men: Air Attack 2 
is attempting to get things back on track for the franchise. We first saw this at E3 
Idst May and were definitely impressed. The game is similar in story and design 
to the original, but has vastly improved graphics, 26 new missions with multiple 
Objectives, new game mechanics (the winch has d much bigger role in the sequel), 
end of level bosses, tweaked difficulty levels, indoor and outdoor environments, 
and co-pilot interaction. There are five different helicopters with which to do bat- 
tle in, as well as five different multi-player modes, which include the ever-popular 
head-to-head version. We really enjoyed the original Army Men game as well as the 
first Air Attack, while the others have — 

generated a little less enthusiasm. 
At this very early point in the process, 
we like what we see and are opti- 
mistic about the potential of this 
next title. Look for d full review in 
the next couple of months. 


infogrames 


DRIVER 2 


infogrames 


HOGS OF WAR 


if you've got a yearning for such strategy classics as Cannon Fodder 
and Worms, and you don't turn your head in disgust when offered the 
other white meat, then Infogrames’ Hogs of War will most certainly be 
for you, Developed in the UK, this turn-based strategy game pits pig against 
pig in an all-out bloody war. Six of the Hog World's greatest nations have 
joined the fray (British, French, American, German, Japanese, and Russian) 
and are struggling to overpower each other in the pursuit of territorial 
and technological gains. In the game, players are thrown into a mas- 
sive 3D battlefield with an army of three to six maniacal oinkers armed 
with an arsenal of debilitating weapons, Limited by time, players must quickly use their keen wits and cunning abil- 
ities to pummel their opponent before the game automatically switches to the next team, leaving them at the 
mercy of their adversary. Hogs of War features both single and multi-player modes, allowing gamers to play alone 
or against a friend, As an added bonus, the game also offers up а level generator, which allows players to рго- 
duce ап endless number of levels. Some of HoW's other features include 25 single player missions using any of the 
six pig armies, a host of exotic weaponry (Sniper Rifles, Ripple Bombs, Madness Gas, Jetpacks, etc.), the ability 
to ride and use in vehicles and heavy machinery (tanks, boats, artillery guns), Pig Promotions — surviving pigs 
can be promoted through the ranks by spending earned promotion points, hilarious voices for individual pigs (o 
la Worms), and a comprehensive boot camp training level to get you up to snuff before heading into battle. 


=| апа a new multi-player option ма split screen with its own 


november 


Last year’s Driver was an instant 
sensation, selling over а million units glob- 
ally in its first month of release. Developed by Reflections, 
the originators of Destruction Derby, these master coders were 
able to produce realistic car physics, an amazing, go-anywhere 
3D engine, fairly detailed representations of some of the States’ 
larger cities and a great game that was as fun to play as it was 
to watch (the game had a very comprehensive replay system 
that let you direct your own “car chase” movies). Knowing a 
perfect franchise when they saw one, then GT (now Infogrames) 
had Reflections working on а sequel before the proverbial smoke 
from the tires had disappeared from the pavement. Returning 
to his role as the wheelman, undercover cop Tanner is back 
and facing off against two of the world’s most ruthless crime 
lords. Along with his new sidekick, Tobias Jones, Tanner must 
take down vicious Brazilian Kingpin, Alvaro Vasquez, as well 
as a US-based baddie, Solomon Caine. Storyline aside, Driver 
2 has a host of new features which include four new cities — 
Chicago, Las Vegas, Havana and Rio de Janiero, even more real- 
istic streets and settings — cities now feature curved streets, 
lifelike freeway on and offramps, and twisting mountain roads, 
greater interactivity — you will be able to get out of your car 
to perform tasks on foot, including setting detonator timers, 
unlocking doors, flipping switches, etc, as well as com- 
mandeer other vehicles at will., а much more enhanced/pol- 
m ished storyline — characters lip-synch to their speech, CG 
8) graphics are greatly enhanced, 40 new missions — includ- 
ing on foot interior and driving exterior-based objectives, 


unique driving area and games. Unfortunately, we don't 
have the space to go more into the game in detail, but will 
certainly revisit it in the next few months. 


titus 


Originally titled Tondemo Crisis in 
Japan, this quirky cool import is mak- 
ing its way to our shores courtesy of Titus this Fall. Melding a medley of fun and 
entertaining mini-games with a hilarious story, incredible Crisis follows a day in the 
life of a family in Japan. in the game, you will play as a number of family members, from 
Taneo (the dad), to Etsuko (the mom), to their son Tsuyoshi, as they attempt to get home 
in time for Hatsu’s (the Grandma, of course) birthday. “Attempt” is the key word, as 
this family officially has the worst luck in video game history. What can go wrong 
does go wrong, from office disasters and terrorist bombings, to alien invasions and 
giant monster attacks, and it'll be up to you to get each member through them all rel- 
atively unscathed. As you progress through each scenario, you will be presented with 
a variety of mini-games. These games range from Track & Field-style button-mash- 
ing, to answering trivid questions, to successfully dodging oncoming traffic while strapped 
to an ambulance gurney, to busting out some dance moves a |а Bust a Groove, and are 
all a blast to play. While incredible Crisis definitely falls into the "party game" genre, 
it's a one player affair. Although, this is one of those games that is as much fun to 
watch as it is to play. Some of the other features in the game include cartoon-style 
graphics, d rockin' ska soundtrack and over 25 mini-games to tackle your way through. 


crave 


SNO-CROSS 


Last year's Sled Storm is one of our favorite PlayStation racing games (the sticker on 
its box says so). We've been hoping that EA would add it to the company's group of fran- 
chises. So far it hasn't, but thankfully Crave is filling the void with their upcoming Sno- 
Cross Championship Racing. The game features seven different tracks from around the 
globe, with the ability to race each track during the day or at night and in three differ- 
ent types of weather. There are a total of 12 different snowmobiles which can be upgrad- 
ed with the cash you win from racing in the championship. The courses have d lot of nice 
details — gondolas, trains, and airplanes pass by overhead — and there are lots of 
spectators, buildings, and trees adjoining the course. The game offers a two-player split 
screen option, along with the normal championship and single race modes. One feature 
weam quite excited about is the track editor. There are two different sets of scenery, each 
with 20 different pieces, that can be arranged on a 9 by 8 grid. To give you an idea of 

/ the scale, after creating a course that used all 72 of the grid spaces, it took us nearly four 
minutes to complete a single lap! Best of all, you can race on these courses against an 
opponent or in the time trial mode. 


activision 


Since our last preview, Star Trek: invasion now has the 
more familiar Trek theme, and the voices of Worf and the 
computer have been added. The cut scenes and glue screens 
have been polished up, and there is а cool demo movie (athough 
there is still a placeholder for the intro). Gameplay-wise, the 
deathmatch mode is now functional. Two players can fight 
it out in various space “arenas” of their choosing, with or 
without objects, and with or without additional enemies. Should 
you decide to add a Romulan, Cardassian, or Borg ship (or 
three) into the mix, you've suddenly got to worry about more than just your human foe. The train- 
ing mission has been revamped to include a test where you must maneuver through rings, 
similar to the old X-Wing computer game. Following the rings you must destroy mines, then mov- 
ing ships, and finally a squadron of ships. The difficulty is, should you fail to pass one of the four 
tests, you'll have to start the entire training mission over from the beginning. ST: invasion 
looks and plays great — quite impressive, considering that this is the first Trek title to appear 
for the PlayStation. The idea of playing a Colony Wars-type game set in the Star Trek universe 
is quite compelling. Trekkies and non-Trekkies alike have a lot of fun to look forward to this fall. 


Tenchu 2 has also come much further 
along than when we last saw it. The game 
focuses on the origins of Tenchu ninjas Ayame and Rikimaru, but 
also adds a new playable character. After а cool rendered intro, 
Tenchu 2 begins with (what else?) a training mode in Master Shiunsai’s 
dojo and around the grounds of the nearby village. Upon successful 
completion, you will be initiated into the Azume Ninja clan and will 
undertake various missions. 

New from the previous version аге daytime levels, lots of new 
weapons and spells, the ability to swim underwater, and moves 
such as a super jump. The mission editor was also functional in the 
beta copy we received. This mode lets you design your own levels, even 
deciding whether the ninja’s goal will be to seek out, assassinate, 
escort, protect, or steal. You can set a time limit and also decide 
whether or not stealth is necessary — in stealth missions, being spot- 
ted ends the game. After naming the level, and protecting it with a 
password, you then go about laying out the terrain and placing the 
characters. in the beta version, there are 16 different terrain ele- 
ments, many of which could be set at four different heights. There 
are also six different types of enemies to place in your levels, although 
you could only adjust the direction they face rather than their Ai pat- 
terns. User-created levels can be saved to а memory card, and you 
can be sure that wanna-be programmers will be swapping their unique 
levels with friends. 

The best thing about the original Tenchu was that it aban- 
doned the typical arcade-style “hack and slash” formula for a 
game requiring stealth. The worst thing was q quirky camera which 
didn’t always show you what you needed to see. At this stage in devel- 
opment, Tenchu 2’s camera suffers from similar problems and still 
needs a little bit more work. Nevertheless, the sequel maintains the 
compelling atmosphere of the first game. Fans of action/adventure 
and/or stealth games are eagerly awaiting Tenchu 2’s arrival. 


VALKRYIE PROFILE 


While maybe not q household name 
in the States, Enix is one of the most well- 
known and well-respected software giants in Japan. Famous for their Dragon Quest series 
of role playing games, they have also produced such unique titles as 989's Bust a Groove. 
Not straying too far from their roots, they will be self-publishing Valkyrie Profile, one of 
their more successful Japanese RPGs here in America, this Fall. This sophisticated RPG 
features spectacular hand-painted and animated graphics, an innovative combat system, 
an engrossing storyline with multiple endings, and over 60 hours of gameplay. Since its 
December “99 release in Japan, this RPG has sold nearly 600,00 copies and Enix is hop- 
ing it can cut themselves a piece of Square/Sony’s RPG pie here in the US. Set in the 
world of Norse mythology, Valkyrie Profile features the goddess Valkyrie who must come 
to Earth to gather the souls of fallen warriors and train them for battle in a war between 
the gods. Players will interact with a myriad of unique and interesting characters — 
each with his or her own history — while decid- 
ing which of them to accept and develop. 
Depending on how the player plays the game, 
he or she will experience one of three sep- 
arate endings. incorporating elements of tra- 
ditional RPGs with side-scrolling platform 
games, VP promises to offer amazing 
environmental effects, detailed back- 
grounds and characters, a compelling 
storyline and a cool battle system where 
the player can use all of the charac- 
ters in his/her party at once to create 
powerful combination attacks. Valkyrie 
Profile is set to ship this Fall. 


acclaim 


RC REVENGE 


it is a somewhat sad fact of life in the video game business that if you have 
а reasonably successful title, there will be a sequel. And, sometimes, the suc- 
cessful part isn't even d requirement. i remember playing the first Re-Volt and was 
mildly entertained, but Í was surprised to say the least, to see a sequel. Thankfully, 
Acclaim has gone with a much different route this time and brought on q new devel- 
oper for RC Revenge who has re-designed the game from scratch. Produced exclu- 
sively for the PlayStation (not a quick and dirty PC/DC port like the first), the game 
is due out this August. if you missed the first one, it's basically q racing-based “com- 
bat" game in the world of remote control cars. The sequel is similar in design to 
the original, but remote control boats have been added to the mix this time around, 
ds well as a variety of new tracks and much better, arcade-style physics. There 
аге new weapons this time around, which include the shock-wave, bouncing 
mines and the “ultimate weapon" which we'll describe in detail in the review next 
month. There are also ten standard cars and five bonus cars — each with an equiv- 
alent boat version. Of course, there is a multi-player option, as well as a track edi- 
tor for would-be designers. This editor is updated from the original and allows 
an “auto complete" and “random complete" option. This basically allows for an 
infinite number of track possibilities.| у гг 4 
Our early hands-on impressions are i Д 
positive, to say the least. Look for the 
complete review next month — the 
boats should be fun! 
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Chrono 
Trigger is 
recognized as one of 
THE RPGs of the 16-bit era. 
Many have gone further saying 
that it is the best product ever from 
Square. That’s a pretty strong claim, but 
Chrono Trigger did feature tight gameplay, and 
an involving storyline with an impressive soundtrack. 
Is ıt any wonder that fans have been clamoring for a 
sequel ever since? That wait is over; Chrono Cross is here 
and ıt was most certainly worth the wait. 


| 
L ал Chrono Cross tells the story of Serge, а young boy from a 


Ете small fishing village. After missing a morning date with his sweetheart, 
rad s he “volunteers” to retrieve lizard scales to make a necklace for her. 
КЄ As they both relax on a nearby beach later, Serge hears a mysterious 


voice calling to him. Some time after he awakens, apparently having 

passed out, he attempts to return to his village. But everything isn’t 

| quite as it was, however, and thus a grand adventure begins. 

зт плс ша ю Along the way Serge will have the opportunity to join with over 
40 different characters as well as make decisions that affect the flow of his story. 


Chrono Cross features polygonal characters and creatures that are realistically 
rendered withe a high level of detail and animation. You'll also find a beautifully 
hand-drawn world map with no random battles (thank you Square!). Hand-drawn 
towns also feature incredibly lush detail. Even the small scattering of CG movies 
sprinkled throughout continues to show а high level of quality. Battles are not left 

out, as creatures and party members feature a host of flashy attacks and spell 
casting abilities that easily rival the FF series. 


Similar to many action/RPGs, you'll see monsters roaming around before you encounter 
them. Some will respond to your presence, most others will ignore 
you, allowing you to pick and choose when you wish to fight. When 
you finally do decide it’s time to crack some heads, you'll notice that 
the attention to detail carries over into the battle engine. Wide, sweeping 
camera angles introduce you to your battle environment. 


Each of your three team members will start with seven stamina 
points. Similar to Xenogears, each character has light, medium and 
heavy attacks requiring one, two or three points of stamina. Each attack 
also has а percentage chance to hit, which increases with each successive 
hit. You can input attack commands in any order until your character 
1s out of stamina (or you wish to switch to another member). Characters 
regain stamina while others (friends and foes) attack. 


Square has implemented a new magic system called the “Element 
system”. Each character starts with a certain amount of “slots” per 
level in a grid-like format. Slots can be filled with a magic spell 


that can be cast once during each battle, or with a 
recovering item that has a certain number of uses. 
Characters, enemies and spells have an innate 
color/element associated with them. It's up to you to equip 
your characters with the appropriate elemental spells 
for an area (lots of fireball spells in a volcano is probably 
not a good idea). Casting a spell costs seven stamina 
points. However, before you can cast a spell, you'll 
need to build up your spell meter, which is done 
by successfully attacking your opponents. 

Various attacks build up varying levels of 
meter. As long as you have at least one stamina point and any levels of meter, you 
can cast a spell up to that particular level. if you have less than seven points avdilable 
when you cast a spell, your stamina will drop to a negative number, and you'll 
have to wait a lot longer to regain stamina to act. 


The final factor in battles is the field effect meter. Represented as three circles, 
each spell cast will cause the immediate area to turn its elemental color and push 
the previous color "up" the meter. A full field effect meter of the same elemental color 
as the spell you are casting gives you additional power to drive the spell and is necessary 
for some of the high-end summoning spells. With all that in mind, you can see that battles 
require you to: manage stamina for each character, track the types of elements your enemy is 
casting, and keep track of the enemies innate element and your own available spell elements. A 
bit more complex than your average hack and cast for sure, but a refreshing “deep” change. Fans 
of Chrono Trigger's combo attacks will find themselves slightly disappointed however as there are 
only a few combination attacks. 


in another bid for innovation Cross does away with experience levels. Characters receive 
statistical boosts after battles, and gain additional slots and levels after boss encounters. Towns 
often have shops available for you to purchase elemental spells and equipment. However, to 
purchase equipment you'll have to have the 
right materials as well as enough money. 
Materials are generally gathered during 
exploration, from chests and defeating 
monsters. 


Musically the battle music is probably 
the weakest composition, not quite capturing 
the excitement of the moment, and probably 
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a bit more repetitive than others. Yet Chrono 
Cross's musical score is quite simply one of the best scores composed 
for a PlayStation title. Battle sounds are full and varied with 
the only real disappointment (once again) being that there 15 no voice- 
acting. 


Square seems to have gone to great lengths to lend 
replayability to Chrono Cross, with a long involving 
storyline, a variety of non-linear story elements 
and side quests available with multiple endings. 
Only the occasionally slippery movement 


control poses any actual ватеріа Playing Chrono Cross, time 
I P y 8 Рау will quickly slip away гот you. 
problems. All the ingredients are here and 


mixed to perfection. There was initial 
concern that Chrono Cross would falter 
because many of the original Chrono Trigger 
team did not return to make this sequel. Those 
fears have delightedly turned out to be unfounded. 


COMPaTIBILITY 


PN Control 
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the years the 
PlayStation has 
become q haven for our 
kind (gaming geeks) with strong 
titles throughout most of its life. With 
the sun setting rapidly on the PlayStation’s 
horizon, you would think that the quantity of 
quality titles would start to drop off drastically. The 
reality is the exact opposite, as especially RPG fans are 
experiencing a flood of quality titles each month; and not just 
from Square. Today, however, it is Square we turn our == 

attention to, as another series makes its debut/return. Fans 

of the Мапа series will find that a lot of the gameplay elements from 

previous titles (such as Secret of Mana, SNES) have changed. While 
this might be true, familiar characters abound and, as usual, Square’s 
dedication to quality shines throughout this product. 


immediately upon booting up Legend of Mana prepare to be 

blown away by its graphic splendor. The game features sprite- 
based characters in hand-drawn environments. There is simply 
NO other example of hand-drawn, sprite-based graphics that come even close to this 
title in this generation of RPGs. Characters’ frames of animation are incredibly fluid 
and environments feature amazing touches with attention to detail that can only 
be hinted at in other titles. Bright and lush colors are featured throughout, both 
in characters and in environments, capped off by a wide range of character designs. 


"uw Е А Legend of Mana features a strong soundtrack to accompany its amazing graphics. 
зев you have 8. From the beautiful opening song — with voice — to the various excellent in-game 
Ида 1 pieces, my only complaint is there are simply not enough selections of music. Repetition 
unfortunately occurs entirely too soon. 


Legend of Mana allows you to choose either a male or female 
character, ds well as a variety of weapons to start, including swords, 
axes, etc. Additional items become available for purchase throughout 
your quest. As an action/RPG, Legend of Mana features an incredibly | 
non-linear storyline and event system. Named the “Landmake System”, | 
you literally create the world around you. A new game will allow you to | 
select the portion of the continent you begin on where you'll receive | 
one artifact — a mailbox. Placing this mailbox anywhere on the map | 
creates your home. Speaking to specific characters and choosing to 
help them in their various predicaments unlocks additional advances, 
ranging from helping to track down thieves to reuniting lost loved ones. 
Of course, there are always the regular "destroy the bad monster 
events" available as well. Upon completing events, characters will net 
any given number of artifacts. You can choose to place each artifact 
wherever you wish and tackle the additional events in any order 


you choose. Occasionally you'll find artifacts that can 
only be placed in certain areas (such as near water) 
and events that you'll be required to complete before 
proceeding, but you'll find you generally choose your own 
path. 


in keeping with the multi-player aspect of the Mana 
series (the second PS controller in port 2 isn't sitting 
there for nothing), Mana offers up the option 
of allowing another person to join in with you 
by controlling one of the various NPCs that 
accompany you during some events. in all, the 
NPC Ai is fairly disappointing. While they will generally do a good job of keeping 
the focus of many monsters off of you, don't expect too much in the way of help. 
You also can't modify NPCs. That's right, no giving them additional weapons, armor, 
magic, etc. Additionally, Legend of Mana features a monster-raising facet. Occasionally 
during your journeys you'll come across Monster eggs. Those eggs are very nervous 
though, and you'll need to catch them by luring them with different types of foods 
you drop. Once the Monster egg has eaten enough food and fallen asleep, it's all yours. 
Feeding your creatures differently produces different types of monsters. With a wide 
variety of foodstuffs available (and a ranch to keep your monsters) you can rest assured 4 
that you'll always have a partner for your quests. Eas f 


Monsters, NPCs, as well as your character gain experience through battles. Battles take place 
right in the locale you are in; there’s no waiting for the screen to change (and no loading). You 
enter an area, monsters pop up and it’s time to battle. in keeping with Mana’s action/RPG 
background, you are able to map a variety of special attacks and magic to various control 
buttons. in addition, you can choose either a light attack — which can be used in combos — or 
a heavy attack — which, combined with a direction push of the pad, unleashes a more dramatic 
attack. Either of these attacks will build your special meter which, when full, allows you to execute 
various special attacks that you'll acquire 

along the way. in addition, magic can be 
used repeatedly during a battle but must 
be charged. Different spells have different 
effect areas and charge times — all featuring 
standard Square lighting effects. As 
mentioned earlier, NPC Ai is fairly weak, but 
the battle control system is tight. The main 
issue with this system is that an area where 
a battle takes place is pretty much set in stone. 
That is, if you enter a path that is defined as having a monster, you 
will automatically enter the battle — there is no running, dodging, etc. 
Even after you defeat the monster, if you leave that screen and return 
to it again, you guessed it... another battle. Moving from screen- 
to-screen brings us to Mana’s other problem. Each screen, 
while graphically beautiful, is individually loaded. That’s 
right, walking from one screen to another requires (а: 
ОЎ 


load time, not large amounts, but over the 
period of moving through an area it Peta Mana ааа 


tends to add up. its idiosyncrasies. Previously "PEU 
mentioned problems coupled with 20768 

а storyline that is generally loose (as 

many events focus more on telling the 
stories of individual characters than the main 
plot) keep the title from achieving true Platinum 
greatness. Mana is still, however, such a quality title 
that it's more than worth spending some time with. 
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Threads 
of Fate is a dual- 
character action RPG 


similar to a Brave Fencer 7 EE.. 
Musashi, one of Square's hreads оу ate 
previous offerings. You'll have a CK 
choice between two chqracters each with 
vastly different abilities. As such, the story 
will unfold in a different manner though the end Push STARI button 
goal is the same for each. 
Rue is the warrior of Threads of Fate, questing to — <SS 
retrieve the powerful artifact Dew Prism in an attempt 
to bring back to life his sister who was killed by a man in black 
with a large claw for a hand. As with the usual heroic warrior 
types, Rue is carrying a secret and, in a somewhat typical move 
from Square, has little memory of his past. Rue carries a powerful 
axe-like weapon for battle. He also has the ability to assume the 
shapes and abilities of monsters that he kills. it is this specific 


ability that will allow you to handle many of puzzles in his 
path. 


Princess Mint is the much livelier of the two characters. Her up close weapon 
of choice is a set of double rings. She also has the ability to wield magic. Mint 
has found her claim to the throne usurped by her younger sister who is in league 
with powerful forces. Cast out, Mint is determined to acquire the Dew Prism 
artifact to regain the power of her family's throne regardless of whom she has 
to use along the way. 


Logic puzzles, a variety of jumping and action sequences, and a few annoyingly 
cute and sometimes frustrating mini-games round out Threads of Fates’ gameplay. 
Though Square has created very different characters, a majority of the levels are 
the same, with the other characters popping up periodically 

along the way for assistance or story advancement. There are 
some sequences and levels specific to each character but not nearly 
enough. A nice group of supporting characters in Threads also helps 
to tell the story. Some good-natured tongue-in-cheek humor is 
displayed as well. You'll find a variety of light-hearted encounters 
with various NPCs that also transfers over into various battles (i.e. 
including a character obsessed with martial arts movies and books 
who uses moves he’s seen and read about to attack you). 


Threads control system is fairly basic, a weak and strong attack 
and jump ability. Rue has the ability to switch to different creatures. 
And Mint has a host of magical abilities. Both can enhance their 
special powers along the way by acquiring additional items. You'll 
find no experience level system in Threads of Fate. Simply put the 
more damage the characters take, the more hit points they will 


gain. Mint gains additional magic points based 
on usage. Rue gains additional animal transformations 
by defeating them. It will sometimes be key with 
Rue to manage your creature transformation skills; 
you can only have a set amount that may be replaced 
over time as you kill additional creatures. Some 
creatures contain specific abilities that you will need 
along the way. Analog control is supported though 
i've always found that, in general, attempting 
diagonal jumps in many games, including 
Threads, with these sticks can be an exercise 


in frustration. 


Your adventure is based around a small town, d hub if you will. It is from 
there that you will head out to a variety of locales searching for items and clues 
to the location of the artifact. This small town contains helpful information 
via its inhabitants and shops where you can purchase stat enhancing items, sell 
materials you’ve acquired and purchase a variety of different special coins. These 
coins dictate how you are able to continue the game when you die, bringing you 
back with different amounts of magic points based on the coin you use. 


Threads of Fate uses completely polygonal locales and characters. Square has 
spent a lot of time on attention to detail and, once again, it shows. Each character has a 
large amount of textured detail with particular attention to facial features and smooth 
animation. Little touches abound including how characters’ heads will turn to follow a 
conversation. The in-game environments aren’t generally that large or deep which allows 
Square to focus on providing a good amount of up close, up front detail. 


Once again, there is no voice acting present (Come on, Square, get with the program!), 
but Threads of Fate does feature strong sound effects. The soundtrack is adequate with 
a few outstanding tracks, but the majority is standard faire. 


The main gameplay problems with ToF 
seem to revolve around the battle engine 
design. Pre-set computer controlled 
camera positions add up to increased 
difficulty in certain boss battles, action 
puzzle-solving sequences and jumping. In 
battle, your character will automatically 
target enemies as they appear. Situations 


\ А where you are dealing with а host of 
ka а 
- enemies coming from multiple directions can often result in you 


т 


; Дери 
Ms «ай ft х 


WHAT DID [DO]? 


= Serve 


Jargen х 7 ] taking unnecessary damage. In addition, there are certain 
"Do you мат sonething to drink", areds that are designated as monster generation points. If you are 
LU 4 : on d screen that has a monster generation point slightly off 


camera, that point will continue to constantly regenerate 
monsters. On the one hand, that's good because it 
helps you regain magic points and hit points 
(monsters often drop vials that restore 
those stats), but bad when you are 
simply trying to run through one Threads of Fate doesn't 
areatodnofherthatyouve d iri Np 
already cleared. doesn't really break any new ground. 

With perhaps more of a focus on separating 

the gameplay for each character Threads could 


be more highly recommended. In its current state, 
it's worth a look if you are between RPG fixes. 
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If the mere mention of Pokemon makes you want to pound the 
stuffing out of your pillow, it's a pretty safe bet that you won't appreciate 
Monster Rancher Battle Card Professional. 


On the other hand, if you were crazy about the card game in Final Fantasy Vill — 
or you've been craving a taste of Pokemon-style gameplay on the PlayStation — then Tecmo's 
latest Monster Rancher variation offers many hours of entertainment. Although its localization is 
spotty, with some misspellings and plenty of awkward translations, there's something strangely addictive 
about collecting all of the monster cards and leading your teams into battle. 


The premise of MRBCP is pretty simple: Set during Monster Rancher times, the game of Battle Card has become 
incredibly popular among both children and adults. In fact, it has evolved into more than just a card game — you actually 
have your monsters fight to the finish in order to win new cards! You play as a monster breeder who must rescue your assistant 
from the Paradise of Monsters. in order to do so, you must first collect all the monster cards — and to do that, you'll 
have to win many lengthy card battles, where strategy and careful management of your deck are the keys to success. 


There are three choices at the main menu: New Game, Battle Mode and Options. Options lets players choose from 
three levels of difficulty, so there's enough to challenge everyone. Battle Mode jumps right into the Champions Cup tournament, 
with up to eight teams competing (controlled by players or the computer). But most will want to start with New Game, so 
they can learn the basics of Battle Card before getting their butts kicked. This also serves as the story mode, which 
unfolds like an electronic comic book, with colorful, pre-rendered backgrounds and plenty of dialog boxes accompanied 
by the characters’ faces. 


The first thing you'll need to do is register with the Monster Card Association, which involves answering 

20 questions designed to match you up with three monsters that suit your personality. Once you have your 

“starter kit,” you're ready to learn how to play Battle Card. The game looks a bit intimidating at first, but it’s 
actually not that hard to learn despite the awkward translations. 


[Opponent breeder | 
[will lose 1 GUTS if} | 
| this gives damage. | 


Here's how it works: You put together a team of three monsters and choose 50 of their best offensive, 
defensive and special cards to use in battle. The object is to knock out all of your opponent's monsters before 
he does the same to you, and you lose if you use all 50 of your cards first. Each card has a number 

assigned to it, which is how many “Guts” points it takes to use it. Guts points are gained by trading in some 
of your cards, so it's important to manage your deck wisely. Some cards can be used as combos, and there 
аге many special cards to spice things up, too. You can also learn “Recipes” for opposing teams to find out their 
weak spots. 


The battles are totally turn-based and the controls 
tes are simple to use, with a lot of flipping through menus. 
— Most of the fights last a good 20 minutes or so, and yes, 
things can start to get repetitive after many battles — 
especially the incessantly looping music and your opponents’ 
monotonous comments. The monsters are 2D sprite 
characters that come in many shapes and colors, and 
there's enough variety in their moves and animations 
to keep things interesting. This is the stuff kids love to 
memorize — attacks like "Shock Breath," "Belly Blow" and 
"Evil Shot." 


Of course, Monster Rancher fans know that the coolest thing about 

the franchise is the ability to put any CD into your PlayStation to create a 
variety of imaginative monsters based on the disc's content. This tradition 
continues in MRBCP, often with amusing results. For instance, | raided 
my wife's CD collection (sure it's your "wife's" -ed.) and threw 
her Ricky Martin disc into the console, which actually yielded 
my most powerful attack — the dreaded "Evil Dance!" 
уин game Isobviously aimed us it just goes to show that you never know which 
EE CD wil yield that rare and coveted 


fans and folks who love collecting lots of card.. so be prepared for some 
cards and managing a large roster of Е 
monsters. Beneath it’s questionable localization serious time-suckage. 
and strategic-yet-repetitive gameplay, there's actually 
a fairly fun game that kids will find addictive... ani 
others will find simply inexplicable. 


the human rece 
cease to exist in 
the near future. 
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Every now and then, a niche product comes along which promises 
to please fans of a particular genre by putting them in the game creator's 
seat, Last year, lovers of fighting games got to flex their creative muscles with 
Agetec's Fighter Maker, which ended up kicking butt in ап arena all by itself. 


This time, Agetec is hoping to do the same favor for role-play mavens with its new RPG Maker. 
Since role-playing games are presently enjoying unprecedented popularity, it would certainly seem 
like the perfect time to give players an opportunity to create their own RPGs. Sadly, RPG Maker doesn't deliver 
nearly enough style or satisfaction for the amount of time it takes to create anything half-decent. 


First and foremost, a title like this needs to be FUN, and RPG Maker fails in this respect — unless, of course, your 
idea of fun is spending hours flipping through endless menus and cobbling together a boring game with lackluster graphics. 
Today's RPG fans have come to demand vast, immersive, 3D fantasy worlds with eye-candy graphics, gripping storylines and 
riveting gameplay that keeps them wrapped up for many hours. At its best, RPG Maker offers tons of customization and 
plenty of opportunities for creativity — but its bland 2D visuals are barely worth the effort compared to other current titles, 
like Vagrant Story or Legend of Dragoon. Perhaps it was simply doomed to failure as a fifth-generation PlayStation game. 


it's d shame, too, because the title has a lot of potential on paper, providing 60 sprite-based character graphics, 99 
monster renderings, 30 magic graphics, 247 custom dungeon images, 251 field map images, and plenty more for would-be 
developers to play with. Plus, in the event that you can’t find something to fit your story, there’s a unique Anime Maker that 
lets you design and animate your own 2D characters, monsters and title screens. 


The game also gives players the ability to create their own magical and special attacks, set their characters’ 
skills, and adjust everything from the battle message speed to the background music. in addition, elemental 
classes can be assigned to magic, items and monsters to make things even more interesting. in other words, 
this is as close to playing "God" as it gets in a fantasy world. Unfortunately, it’s not nearly as fun as it may 
sound. 


RPG Maker includes a sample game called Gobli's Adventure, which is intended to serve as an example 
of what сап be done using the software. But in all honesty, it's pretty simple stuff and not very impressive, 
considering it was done by the developers. The fights, for instance, are almost totally devoid of action, 
featuring but a few simple animations. Think you can do better? Well, there's a Demo mode that lets you mess 
around with characters, animation, backgrounds and story elements — but ironically, it's neither demonstrative 
nor easy to understand. There are numerous menus to navigate and dozens of buttons to learn. At least you can 
find out what something is by pointing the arrow cursor at it and hitting the circle button for a brief pop-up 

explanation. 


As for the controls, they are simply too sensitive to 
accurately design eye-catching characters of your own, 
particularly when trying to draw an image pixel by pixel 9 reach the Upper World, 
with the Anime Maker. Be prepared to spend a lot of time үчем „енен 
erasing bad brush strokes! it also would have been nice - : 
to have more tools to work with, such as a bigger assortment 
of pen tips to choose from. 


ond draw а picture in 

the Edit window to the 

But my biggest pet peeve about RPG Maker is the 

cheesy and repetitive menu music, which left no alternative 

but to turn down the TV volume. in a game that offers so 

much customization, the fact that there are no sound options 
for the menu music is absolutely baffling. 


Like Fighter Maker, this title is certainly not aimed at casual players 
or people who are impatient, because it takes a lot of time to penetrate 
its complexity and produce results. Even so, only the most 
diehard RPG fanatics who have always wanted to create 
their own fantasy worlds will want to devote ih so meaty ата ы roles 
themselves to such an unexciting title. games already on the 

hard to imagine that 
many players will want to create their 
own mediocre fantasy worlds with RPG 
Maker. Decent results require a significant time 
commitment, which most RPG lovers would rather 
spend playing high-caliber titles like Vagrant Story 
or Legend of Dragoon. 
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What do you get when you take jet-propelled airplanes, arm them to the 
teeth, and race them over dangerous terrain at low altitudes and blitzkrieg speeds? 


If you're a hardcore racing fan like me, that probably sounds like the recipe for a seat- 
of-your-pants thrill ride! Unfortunately, in the case of N.Gen Racing, a lot of the fun gets left on the 
runway, 


in all fairness, the developer deserves credit for trying something different than the usual car racing or aerial 
combat games. The problem is, instead of delivering “Top Gun"-style excitement or the visual splendor of Ace Combat 3, 
the game provides us with tricky controls, strange physics and troublesome graphical glitches that seriously detract from the 
experience, 


From a depth perspective, N.Gen Racing has plenty to offer, including numerous play modes for one or two players and more than 40 planes 

to fly. Most aspiring pilots will start with the Flight Briefing, which teaches both the gameplay basics and advanced techniques. In order to win 

races, you must fly close to the ground, pass checkpoints, fly through rings that power-up your afterburners or restore your plane's “health” 

(as strange as that sounds), and do whatever it takes to beat your foes to the finish line, This also includes blasting them out of the sky with 

machine guns and missiles, taking detours out of bounds to cut time off your laps, flying through afterburner rings upside-down for a double 
speed boost, and other strategies. 


The game is divided into Arcade and N.Gen modes, each of which includes different competitions in which you can pilot four different 
classes of aircraft. Arcade mode includes Championship, Single Race, Head to Head and Powerball, which is a strange, two-player option in 
which you tow the “powerball” fo various scoring drones. Actually, it's even less fun than it sounds. The N.Gen mode Is more like Gran 
Turismo's simulation mode, only with jet planes instead of cars. You can buy and sell a variety of aircraft and parts, as well as 
unlock other planes by winning races, You also can purchase engine upgrades, aerodynamic enhancements, new paint jobs and 
more. If only you could buy new weapons, too! 


Like Gran Turismo, the N.Gen mode requires you fo pass Permit tests before granting access to the different Championship 
races — or, you can dive right into the Club Race, Time Trial and Free Flight modes. You also can take each jet for a test 
flight before deciding to buy, without being confined by the course boundaries. 


The controls are fairly responsive, with two handling styles available. Arcade handling offers better stability for novices, 

while eliminating the ability to roll your plane. Pro handling gives would-be mavericks a full range of motion, which Is 

essential for success in the game’s harder stages. But whichever way you go, the awkward control layout makes flying and fighting 

hard to do, since your right thumb is responsible for all the button presses while the rest of your fingers frantically try to steer 
the plane through the sharp turns.The result Is a control feel that is hardly intuitive, 


The physics and damage models are equally bizarre. For 
example, you can fly head-on into mountains or structures without 
instantly being blown to smithereens! Instead, your plane's "health" | 
И 
аксе 


simply goes down with each collision, until it gets so low that you 
eventually crash and burn. Your aircraft also drops like a rock the 
second you take your thumb off the gas when flying higher up, as if 
it had generated absolutely no forward momentum, 


Still, those quirks might have been overlooked if N.Gen Racing 
delivered the goods in the graphics department — but such is not the 
case. There are 14 courses that can be raced in day or night conditions, 
and there are a few nice graphical touches — such as impressive water 
reflections, good plane models, and a decent sense of speed. But overall, 
the game looks too rough and blocky for а fifth-generation title, with an inexcusable 
amount of pop-up and clipping. Bridges and mountains suddenly appear less than 50 yards 
in front of your plane, and it's common fo see your aircraft pass right through trees 
without any collision detection, Worst of all, there Is significant slowdown whenever 
there’s more than one plane on screen, especially when weapons are 
being fired, 


The concept behind N.Gen N.Gen Racing may be fun for a little while, but only 


Racing is an exciting one, but the diehard vehicular combat nuts will find enough | 
execution leaves a lot to be desired. 
What could have been an innovative, reason to rent this title, let alone add it gu й 
тен peed вй ride р instead! ое to their collection. This 15 one 
tricky controls, bizarre physics, plenty of pop- ; 
is Си significant Ер арту, things heat plane game that's simply 
up on screen. Make sure you take this one out for a a plain game, 
fest flight before laying down any cash. 
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While the PlayStation has plenty of skateboarding and 
snowboarding games to satiate the cravings of “extreme” sports fans, 
some players — myself included — have been waiting for a killer surfing game 
to come down the pipeline. 


Now, Ubi Soft is hoping to create a tidal wave of excitement over Surf Riders, the first of 
what is sure to be many entries into this untapped genre (in fact, Mattel is also doing a surfing 
game). So, wax up your surfboards and slather on the suntan lotion, because it's time to hang ten, dudes! 
The question is, does Surf Riders have what it takes to make a big splash with players, or is it destined to be 
disappointing wipeout? 


Well, things look pretty promising at first. With colorful, convincing graphics, impressive wave physics and a decent 
level of realism, Surf Riders Is very successful at recreating the sport of surfing. Unfortunately, the game isn't nearly as 
deep as the ocean — and the ridiculously steep level of difficulty 15 only suited to extremely patient players, and those 
who aren't prone to fits of frustration. Controller-throwers need not apply! 


On the other hand, if you are a more mellow type of gamer who can enjoy the tranquility of surfing without 
always having to win, Surf Riders is certainly worth checking out. Just don't expect to master the game anytime soon, 
because getting really good at virtual surfing is every bit as challenging and time-consuming as the actual thing. 


A good place to begin is the Demo mode, which gives you d quick look at how the gameplay works. Then it's on to the 
Free Surf mode, where you can begin to practice all the moves you'll need to compete — and it'll take tons of 
practice, too! Once you're beginning to feel fairly confident, stop by the Options menu and set the game on 
Easy. Only the most self-hating masochists will want to consider the other two difficulty settings. 


As it is, most players will be lucky to consistently place in the Top 10 in the Competition mode, which » 
is the only other way to play Surf Riders. Basically, you compete against 15 other surfers in the World 4 urb Tim == 
Challenge Cup, which consists of five rounds divided into three heats each. The real-world locations Rid <i 4 2 ` 

im AES 
— WERT. 


include Manly Beach in Australia, Huntington Beach in California, Grand Plage in France, Tonami Beach Li mE RARE) 
in Japan and the infamous Pipeline in Hawai. 


Players have five male and female surfers to choose from, but it really doesn't matter who you 
pick, because they have no skill ratings to distinguish them. The character models are also the game's <2 
biggest graphical shortcoming, since they seem very small and plain when riding the beautiful waves. 


Speaking of which, the waves at each beach not only vary in color, but also in size and speed, so it's important 
to figure out which surfboard works best for each. The boards are from real manufacturers and are rated on 
acceleration, turning and jumping ability. The control 
scheme Is fairly easy to learn, but a few of the buttons 
are too unresponsive. For instance, the RI button is used 
to squat inside the tube for extra points, but sometimes 
it's a little slow and you end up wiping out. 


An even bigger problem 15 pulling off jumps with the 
circle button, which ts very tricky to do unless you hold 
it down and time things perfectly. Since winning heats 
often depends on making jumps, players are at a distinct 
disadvantage to their opponents. It really would have 

been nice to make the controls more forgiving and arcade- 


like. 


But the worst thing about Surf Riders is how cheap the game can 
be. Often, | would find myself ahead with less than a second left — 
which is not even enough time to get back on your surfboard. 
And yet, one of my opponents would always have plenty 
of time to pull past me at the last moment and 


win the heat. If you're looking for a 
realistic “virtual surfing” 
Last, but not least, the lack of a experience, this is a fairly decent 


two-player mode is totally lame " first effort. The graphics are pretty 
P: bitchin’ and the wave physics are 
- but hey, sometimes life's impressive, but the difficulty level is way too 


a beach! high to be fun for some gamers. With more 
forgiving controls and a two-player mode, Surf Riders 
could have easily scored better. 
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Who wants to be а millionaire? Apparently, а lot of us! 
Enough television viewers have tuned in to elevate a no-frills 
game show into а cultural phenomenon. Host Regis Philbin’s “is that your 
final answer?” is the most quoted television question since Clara Peller asked 
"Where's the beef?” Volume 1 of the PC game of the same name sold over a million 
copies and became the fastest-selling computer program of all time. it was only а matter 
of time before the game was ported to the PlayStation. 


consisting of sausages wrapped in pancakes? 

if you aren't familiar with the show, it involves a series of 15 multiple choice (or guess) questions 
Р with specific dollar amounts awarded for each. After reaching the $1,000 mark, the amounts awarded 
queue. ср» generally double with each question thereafter until the final question is worth (to quote Dr. Evil) “one meelion 
dollars.” The subject matter seems to know no bounds, although the majority of it is related to popular culture — 
movies, television, comic book characters, books, music, and so forth. 


Call me erudite, but i've always considered "Who Wants to be a Millionaire?” the bastard stepchild of “Jeopardy.” 
Aside from the substantial grand prize, the only apparent explanation for its popularity seems to be the fact that 
the majority of people watching think they know all the answers. They are probably right — the majority of the 
questions aren't very difficult. Of course, considering the "all-or-nothing" format, you'll never know when a hard 
question might pop up: such ds one requiring you to know the difference between “parquetry” and “marquetry.” 


That's why the show offers contestants three “lifelines” to get them out of trouble. On any given question, 
you can either poll the audience (resulting in a percentage vote for each of the four possible answers), ask 
for a 50-50 chance (eliminating two incorrect answers), or call a friend. On the TV show, contestants 
call relatives or friends to ask for advice. in the game, the advice comes in the form of a pre-recorded 
“phone call” which, surprisingly, sounds real enough. You don’t have to accept the answer of the caller, 

nor of the audience, but you can only use each lifeline once. After that, you are on your own. 


The video game faithfully recreates the look of the television program — there isn’t a lot of flash 
or style. Unfortunately, Regis Philbin's wit (the liveliest part of the show) can't quite be duplicated 
by pre-recorded banter. And, while it does help to create tension, the long pauses between your 

entering answers and the computer acknowledging them become quite irritating. 


Although there are supposedly 600 questions, i did encounter many of the same questions frequently. 

in my first 20 games, each one (after the first) presented me with at least one and sometimes up to 

three questions | had seen previously. Since there are only 15 questions in each game, the rate of repetition 

seemed high. It would have been better if the game 
== < saved а file on the memory card that identified which 

ХЕШ о questions were already asked. The lack of а save 
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ЕСЕТ > 6. feature also means that there is no high score chart 
(& To LOCK n your answer (8) for “bragging rights.” 
— Despite the “1-2 Player” notation, two people ЕА EST. 


cannot play the game simultaneously. instead, they 


RUM fight it out for a chance to sit in the "hot seat." As in 


the television show, both potential contestants are 
given d list of four items that must be placed in a 
certain order. The first person to reorder the list 
anes — correctly gets to play the full game solo. а ordenat eee атаја о 
CORE: While Millionaire is faithful to the television show, it is hardly the Ap 
best example of the trivia/game show genre. As a trivia game, it o awama А Idaho ou 


lacks the witty, adult-oriented humor and 3-player simultaneous >— 
action of “You Don't Know Jack.” As a game show, it lacks БОВ аси 


the intellectual challenge of “Jeopardy.” For that каш ш» X Alabama хр 
reason, Millionaire seems geared towards а (B) B Texas ©- 
family audience — pre-teens, teens, and [GUNT AO 
adults who are casual gamers. bs 


money (which is the point, isn't it?) 
However, for multi-player action, witty humor, 
and more difficult questions, l'd stick with “You 
Don't Know Jack." And, yes, that's my final answer! 
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Before there was Driver, there was a Japanese gamed called 
Runabout. Published by ASCÌi as Felony 11-79 in the U.S., the game required 
players to complete various missions by slamming vehicles into objects while 
speeding through various locales. Although many of our editors liked it, i thought it was 
mediocre. The graphics weren’t great, even by 1997 standards, and it took less than an 
hour to beat the entire game. The only elements which made it stand out were a few interesting 
shortcuts, tons of vehicles, and the basic thrill of destruction. 


it’s been more than three years since Felony 11-79, but you wouldn't know it to look at this sequel. The graphics ба 
аге worse than the original, with loads of pop-up, clipping, warping, and some ugly textures. The various civilians who | =) bik 
populate the game's levels are represented by tiny sprites whose only animation consists of bouncing up and down. Your В 
vehicles suffer visible damage but, as we can see through the windows, where are the drivers? т. 


The soundtrack is similar to what you might find in a standard porno movie (ит... at least, so i've been told): uninspired О 


Total Amount 
$111,770 


and repetitive. Sounds consist of people yelling things such as “Do you even have а license?” and “Where did you learn to 
drive?” Now, imagine this small repertoire of phrases repeated over and over, sometimes for no apparent reason, 
accompanied by screams and shattering glass effects that seem as though they have been sampled from an old record. 4:02 21 


On an audio/visual level, the game is on par with first generation PlayStation titles. But, does the gameplay manage to de ei 
overcome these negatives? No, it doesn’t. The rest of the game is hardly awe-inspiring either. We've seen it before, and we've 
seen it better. Last year’s Driver is probably the best example, but the driving portion of Die Hard Trilogy and even Auto 
Destruct look and play better — and those games are three to four years old! 


The chief improvement is the inclusion of more missions, although each takes place on different portions 
of the same three maps and, depending upon how the storyline unfolds, you won't see all thirteen missions 
in a single game. Whether you are charged with retrieving an item or destroying an object, however, all the 
missions involve running your car into something and then reaching the finish within a certain amount of 
time, At one point, the game threatened to add a level of strategy when d police vehicle began to pursue 
me, in the end, however, it made no difference whether | outran the officer, pulled over and let him pass, 
or crashed into him. So, why is he there? 


Although R2 does a good job of approximating physics — running over a mailbox with your truck feels 
different than hitting a bus on your motorcycle, for example — the collision detection is problematic. Large 
trees, poles, and light standards can be driven through without a problem, while smaller obstacles will often 
slow you down. All of the vehicles also feel somewhat loose. Thankfully, you can adjust the brakes and tires in 
your garage, but the control is still far from ideal for 

ап arcade-style game. You can unlock several new vehicles 

throughout the course of the game, but why bother? 

The mission objectives are the same no matter what you 

are driving, and you can complete the levels with the initial 

vehicles anyway. 


Despite some snazzy glue screens, and the use of 
e-mail to further the storyline (which involves the retrieval 
piss of artifacts that can trigger an ancient weapon), Runabout 

om k = 2 doesn't offer anything beyond the original. it, too, becomes 
Total moun’ — a matter of running through each level a few times — once 
to figure out where things are located, once to note the 

traffic patterns and shortcuts, and a final time or two to meet the time 
requirement. Most of the complaints | had about Felony 11-79 are still a 
problem here, except that the camera is less erratic following a collision 
and the game lasts longer. Runabout 2 can still be beaten in a day, 
however, and even though there are 93 goodies to unlock, 
most of these are items such as a cup holder or glass 
coating which have absolutely no effect on the 


Came coun, 
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" май Three years ago, this game 
: game. So, мес s the motivation for playing would have been average, but in 
to find them? There isn’t any. 2000 it is definitely outdated. The only 


thing that keeps it from being a total loss 
(Tin) is the undeniable thrill of driving your 
car through stuff. It is fun only in a mindless, 
limited, classic arcade game sort of way. 


‘Analog Control 
Compatible 
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И my ever-failing memory (not induced by recreational 
substances, mind you) serves me right, the last time SNK did 
something remotely resembling an RPG was way back in the NES days 
я with Crystalis (now available for GameBoy Color). Sacnoth developed 
Koudelka but, for all intents and purposes, Sacnoth is to SNK what Dream Factory 
is to Square. With SNK’s presence in the US nearly non-existent (sadly, they just pulled 
their Neo Geo pocket from retailer shelves), Í never expected to see this one appear 
Stateside. Leave it to infogrames to grab this one for domestic release. This eerie Survival 
Horror/RPG hybrid starts off with not one, but two impressive rendered intros. The second intro 
begins with Koudelka breaking into an old building through its gable (look it up). | think you'll agree that 
Koudelka, the heroine of the piece, is quite the looker —but | digress. Continuing with the intro, she 
stumbles into а room with an injured man who's about to be wacked off by a nosferatu. Before the two 
can finish their conversation, Koudelka is attacked. The action begins here with Koudelka actually going toe- 
to-toe with the eight-foot beast. 


The battle system is not unlike Sega’s Shining Force series, although on a much smaller scale. For 
those not in the know, battles take place on d seven-by-seven grid. When it's your turn, you'll move a character 
and then attack a nearby enemy or vice versa. And, unlike most other RPGs, Koudelka allows for weapons 
to be equipped and unequipped during the heat of battle. Bonus ultra cool trivia tidbit — items can be re- 

named and are affected globally. That is, rename the bottle of rum to Jack Daniels and the next time 

you find а bottle of rum it'll be called Jack Daniels. 


Koudelka's first encounter with a baddie may prove rather uneventful but, don't worry, the 
action does pick up once Edward and James join her. Healed by our strawberry blonde vixen 
of fatal wounds, Edward will join the adventure right after the first battle. Subsequent encounters 
with enemies are definitely more interesting, although the same can't be said for the battleground 
settings. Each battle is set against a static blue to black gradient background and the same 
basic floor texture (it does change slightly). in defense of the blase look to the battles, the 
^ backdrop does make for minimal load times when transitioning fight to exploration modes. 
га Much like a typical RPG, battles will take place іп а semi-random fashion. Thank the RPG 
Gods that battles aren't as frequent as FFVIII. And, like most Survival Horror games, certain items 
must be obtained before further access is granted. Don’t have the Red key... keep looking. A major 
drawback to the game is its initial lethargic pace — you really don’t know what you're doing wandering 
around at first. if you can get past the first 
fifteen to twenty minutes, you're golden. 


The twisted story (full of murder, death and 
evil spirits) and stellar voice acting will keep you 
wanting more. Whoever was cast as Koudelka does 
ham it up d bit, but does an excellent job of 
portraying a sort of smartass, apathetic, damn- 
near heartless and sexy rouge that we here at PSE 
love so much. She’s very convincing and that’s 
something that can't be said for 90% of the “voice 


actors” out there. i 
One small problem i found with Koudelka, and seasoned ж „ЖЕ? 
RPG/Survival Horror fans will likely concede to, is that the дате $ a d e j 
is d bit on the easy side. Other than a few snags here and there, ре 
Et JA N 


Koudelka is a pretty easy and decent game — no more, no less. v E 
The rendered cut-scene are very good in all respects апа f” 

the pre-rendered, in-game backgrounds are as 

good ds the Capcom stuff we're used to. The J 
While not exactly on par with battle system could use d little 


Legend of Mana or The Legend of " 
DragoontiKouldslka may. give RPG refinement, but it’s passable. For 
goers their fee and) quite possibly fans ss q first and last go on "mm 
of Survival Horror, too. ie mix of Surviva P, H 
Horror and RPG make for a good adventure. Sacnoth/SNK's part, | 1 
А consistent storyline and great voice acting (yeah, say not a bad show 
"great" and "voice-acting" in the same sentence) make at all. 
what could have been a potential disaster an above 
average game. 


THEY COULON'T HANOLE 
BEING JOHN McCLANE. 


CAN You? 


JOHN McCLANE 15 BACK. AND LAS VEGAS WILL NEVER BE THE SAME, FLEX YOR SKILLS iN ONE 
OF THREE UNIQUE GAME MODES: FIRST PERSAN SHOOTER, EXTREME DRIVING, AND ACTION MODE. 
OR Mix ALL THREE MODES INTO ONE INTENSE STORY-DRIVEW DIE NARD ADVENTURE. 50 TRY 
To SAVE SIN CITy— WHILE TRYING TO SAVE YOUR AWN ВУТТ. 


4 For mature audiences only. 
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in what could be 
the last great war between 
GameDay and Madden on the PSX, 
989 Sports is looking to go out with a bang! 
NFL GameDay 2001 boasts, among other things, 
improved graphics, faster gameplay, simpler 
controls, smarter CPU Ai, hundreds of new player 
animations, and real-life NFL playbooks designed by more 
than 50 NFL players. Whew! But like we said, those improvements 
just begin to scratch the surface. You will also find а more in- 
depth General Manager mode, an upgraded Training Camp mode, 
the ability to play ds any “skill” player, a smoother Play Editor, deep 
stat tracking (more than 150 categories), every Super Bowl team 
from the past, four difficulty settings, and а create-a-player mode 
that really impacts the salary cap. Fans of Dick Enberg and Phil Simms 
will be glad to know that the twosome is back, and they have an increased 
vocabulary! Also back this year is the cool Telestrator, which details 
your play in the instant replay mode. 


The gameplay in NFL GameDay 2001 has been simplified 
for those of you that never got the hang of (or were too 
intimidated to try) the previous version. For example, instead 
of holding down the L2 and the X at the same time, 
now to perform that same move, you simply 
double-tap the X button. 


КА БАУ УУЧ 
— 
— i 


You know, it's just a matter of time 
before every show on cable TV has a 
videogame related product. Enter "Ultimate 
Fighting Championship" from Crave as the latest 
to exploit the "sports entertainment" phenomenon. Fighting games 
are nice, but why doesn’t somebody try a “Hogan's Heroes" game, 
or maybe q “Get Smart" spy thriller? How cool would it be digging 
tunnels through Stalag 13, escaping to Berlin for 
a little R&R with Hilda, and helping the allies foil 
Hochstetter and Burkhalter? Can't believe those licenses 
аге too much money... Anyway, UFC is slated for a fourth 
quarter release, and will be packed with all of the 
craziness that is the UFC. More than 20 real and 
fantasy fighters are included, and there’s a create- 
a-fighter mode, ds well. The created fighters have 
many choosable options, including the fighting style 
— martial arts ог street thug. The brawlers all have a unique 
fighting style, so you can expect to see a variety of kicks, punches, 
and special moves. The moves range from martial arts, 
like Jujitsu, to the Greco-Roman wrestling style 
found in the Olympics. But, this isn’t Sydney 
2000, no sir — anything goes in the UFC 
and you can bet the farm that 
you'll see it happen in 
Crave's UFC, too! 
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At this past E3 games 
showcase extravaganza, the 
Tony Hawk clones and spinoffs were 
littered across the floor shows. Most of 
them will die a silent death, but a few, like 
^ Acclaim's Dave Mirrd Freestyle BMX, should 

enjoy some healthy success. Not ones to confuse 

= bikes with ‘boards here at PSExtreme, we will admit 

to “similar” gameplay elements in this BMX game (as will 

the other BMX style games). The key with DMF is the smoothness 
of the transitions from one trick to the next. Even at this 
early stage of development, we've noticed a remarkably 


Р MER q M smooth and playable game engine that allows for a multitude 
M, 7 of tricks to be strung together. The cool feature to note is the 
0 D “modifiers”, which are tricks that can be performed alone, пак 
„ поокабип or in conjunction with grinds and big air stunts to create the | 
0:058 510 1065 insane combos. For instance, do а big qir trick like а tabletop, х 


then go right into а peg grab апа barspin by using your 
modifier. The result 15 а virtually unlimited number of 
combos that can be performed! There will be 12 distinct tracks 
in DMF to go along with a dozen or so professional riders. Also, 
Acclaim is promising “the ultimate” soundtrack 
to go along with DMF. Look for more info 
in upcoming issues of PSExtreme. 


NCAA GameBreaker 2001 looks to 
build on the heritage of the classics — 
classic teams, that is. There are now a 

whopping 64 college football teams from as recently 
as a year ago, to as far back as twenty years ago (1978, to be exact). 
Combine that number to the 115 current NCAA 1-A schools in the w 
game, and you've got more pdirs of shoulder pads than Nancy Reagan h 2 
ever had! Another yedr means another new listing O 
of features, and 2001 is no different. Things to look for 
in GameBreaker “01 include more plays (over 1800), 
new animations (250+), improved gameplay modes (Career, 
and Tournament, in particular), and greater play-by- 
play analysis from the one and only, Keith Jackson. 
Gameplay has been further enhanced with the retooled 
Total Control Passing, and the five different gameplay 
modes that allow you to fine tune your skills at any of 
four difficulty levels and three game speeds. Also, the CPU 
Ai can be tuned to your ability as well, by setting the Al to a level 
between 1 & 100. if you want to help define the CPU even 
further, you can adjust its running and passing games, 
as well as the pass & rush defense, to any of 
5 skill levels. Check out Eric's (Mr. College 
Football) astute review of NCAA 
GameBreaker 2001 in the 
next PSExtreme! 
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in case you didn't 
know, “2000” is an Olympic 94 
year, meaning ме сап expect to L ox 3 
see the summer Olympics shortly. And, | 4 
wouldn't you know it — they're taking place in — à 
Sydney. Eidos, being at the forefront of 
Olympic related sports games since the U.S. Gold 
days, is set to release the first of many Olympic related 
video games (they have the Official Olympic video game 
contract for the next six years). Despite the fact that Konami got 
the jump on them a few months back with "Track & Field 2000" 
(which barely caused a ripple in the sports game scene), Sydney 
2000 may well capture the heart of patriotic Americans looking 
to accomplish personal bests in events as diverse as the Skeet 
Shoot, 110m Hurdles, and Super Heavyweight Lifting. in all, there 
are 12 different events. The remainder of the line-up includes 10m 
Platform Diving, Hammer Throw, Triple Jump, High Jump, 100m 
Sprint, Olympic Sprint Cycling, Kayak KL Slalom, 100m Freestyle 
Swimming, and the Javelin Throw. The character models 
are all highly detailed and animated, and the game is displayed 
in the PlayStation's hi-rez mode. You will be able to play in 
Arcade or Olympic modes, with the Olympic mode 
requiring you to take d team of athletes up 
the ranks, preparing them for the ultimate 
challenge — the Olympics! 


College football season is right 
around the corner, and EA Sports is 
readying NCAA Football 2001 for the upcoming 
battle with Sony's (formerly 989, formerly Sony) 
NCAA GameBreaker 2001. The big new feature for 2001, as broadcast 
by EA, is the Advanced Player Control (APC) system. Apparently, 
you will be able to perform position-specific moves during gameplay. 
For example, when controlling the receiver, you can 
now call for the ball, whether you're open or not. Also 
new for this season is the BCS ranking system, which will 
determine which schools go to which bowls. EA has secured 
the exclusive rights to the Orange Bowl and the Sugar 
Bowl, so this is the only place you'll see the happy orange 
and smiling cell phone. One of the new features that 
we found interesting was the expanded Create-A-School 
option. EA has obviously spent many hours hanging around 
college campuses (ain't that right, Scotty?), as they have 
included the ability to use Greek logos and characters to define 
your team's name. All you frat boys out there should be 
pretty thrilled about this, huh? Just imagine — you 
can pit your mighty Sig Ep's against the lowly 
Delta Phi's! Ohhh, the horror! Hopefully, 
if there's to be joy on Gayley 
Avenue, you'll be able to 
assemble your own 
GDi team! 
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pie (please with-hold all laughter until the end 
of the preview). This year, the trend has 
shifted toward skateboarding. And guess what? 
Everybody will have a skateboarding game out before 
Christmas — you can bet the farm on it! THQ, continuing with 
the MTV Sports franchise it started last year (a middle-of-the- 
road snowboarding game was the initial title), will have its 
skateboarding game out there, too, and it will feature Andy 
Macdonald as the poster boy. There’s no shortage of options 
in this one, as the list includes; 30 pro and fantasy skaters, 
38 “huge” indoor and outdoor parks, a lengthy list of music tracks 
(Cypress Hill, The Deftones, Goldfinger, Pennywise, to name but 
í “©, i a few), 10 different gameplay modes (including Stunt mode, 
- —— — Deathmatch, Timebomb, and others), and to round out 
your character, there will be licensed gear and clothes 
from a bunch of manufacturers we've never heard of. As far as tricks 
Tg and stunts are concerned, there will be more than 60, which can 
` then be “combo'ed” into thousands of different 
linked moves, All of this, and much more, 
will be awaiting our lucky reviewer in 
the months to come — look for it! 


e F 4 m \ fighting over that HUGE piece of the dirtbike 


Konami has resurrected the oft- 
illfated “ESPN” license for an unknown 


— number of upcoming titles, the first of which | R $1 
$ is ESPN MLS GameNight. The ESPN license, which would ў : i 
seem a natural fit to a publisher's sports franchise, has yet to prove "E 9 
А valuable. Anyone remember the Sony imagesoft titles for the Genesis и 3 
CD? How about the attempt by Radical, as recently ds a 1 1/2 years š sabi mun рома ihe ar 
ago, to publish a whole slew of ESPN titles for ml 


the PlayStation? That attempt helped close the office 

doors at Radical, and the games never saw the light of day. 

Now, it's Konami's turn to see if they have what it takes to 

get the ball rolling (pun intended) with the license, and 

А it won't take long to find out because the release of 

г О MLS is right around the corner. Features for the game 

<. та include the MLS license, and а! 12 teams and hundreds 

of players associated with each team. There's also 53 
international teams to use, Game modes include a full MLS 
season, a traditional Cup-style tournament, a training mode, 
and the ability to create your own leagues. As far as utilization 
of the ESPN license is concerned, Konami has chosen 
the voice talents of ESPN's Bob Ley to provide 
the play-by-play in English and, for our 
Spanish speaking friends, Louis Tapia 
has been included to 
provided the play-by- 
play en Espanol! 
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When the opening cinema ends, 
you'll find yourself on top of the Blue 
Harvest train. Eliminate the enemies, 
then make your way to the glowing 
green light on the top of Car 11. Use 
the action button to enter the hatch. 


ИР sama. — 


— 


CAR 10 


As you enter, take note of the door | 
to your right-it leads to a bathroom 
with a Save Point/item Box. These are 
scattered throughout the game, and 
you'll need to use them to drop off 

_ items you no longer need. For now, 
enter the door straight ahead. 


4 Enter the rightmost door to the long hallway. 

— Take the First Aid pack from the first body (he 

won't be needing it any longer) and Handgun 

_ Ammo from the second body (ditto). Continue 

| down the hall to the end. Take the stairs up to 

the second floor, since the door to the next 
train requires a card key. 


Take the First Aid pack from the 
body of the NATO guard, then descend 
the ladder. Once downstairs, head 
out the adjacent door to Car 10. 


Covert Ops isn't exactly the hardest game in the world, but many of the train's cars look so similar 
that it is easy to get turned around. in addition, the game never gives you any clear indication of when 
you are about to take a branch in the storyline's path. That's where we come in! 


The following walkthrough will give you car-by-car information on the location of items and solutions 
to puzzles, ds well as strategies for dealing with enemies. Since compass directions are never given in the 
— game, your frame of reference is the front or rear of each car. Keep in mind that we don't have the space 

to mention every single terrorist, so we'll assume you'll avoid or eliminate all the bad guys you may encounter. 


a> CAR IT 


і 


Take it to 1Р7 
Yes 


Enter the door near the stairs-you've found 
a bathroom, and another dead guy. Take the 
Handgun Ammo near the body and head back 
outside into the dining area. Head to the far 
end of the car, taking the Communication Scrap 
1 from the counter. A terrorist appears behind 
you, so watch out! Walk behind the counter 
and install the Unit into the lift. When a bunch 
of bad guys attack, take the lift down. 


Use the camera to locate any 
lurking bad guys before confronting 
them. Enter the second living quarters 
on your right. inside you'll find a Unit. 
Grab it, then turn around and return 
fo Car 11. 


Hit the red switch on the wall to turn on 
the lights. Inside the kitchen is the Cook's Memo. 
Follow the trail of blood through the kitchen 
until you come to the freezer. inside is another 
guy who has been iced. There is a Card Key (G) 
on the body which we need. Hit the switch to 
defrost the freezer before leaving: if you come 
back later you'll find defrosted ammo. 
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You'll probably encounter another 
terrorist in the kitchen, ds well as one 
out in the hallway. When you’ve 
dispatched them, unlock the door 
from the kitchen to the hallway for a 
shortcut. Now head back to Car 10, 
taking the first set of stairs up to the 
second floor. 


As you enter the back door, a cut scene 
shows you rescuing the Ambassador and Mason 
from a terrorist. When the scene ends, take 
the Card Key (B) from the body of the bad guy 
then leave. Head downstairs, make your way 
to the end of the car, and enter Car 11. 


«CAR 12 


CAR 10, 2F - 


The door is locked, but lucky you, 
you’ve got the Card Key (G). Use it 
to unlock the door and head inside 
the passageway. The room to your 
immediate left contains a Passenger 
List. Take it, then head back out into 
the hallway. 


CAR 1L, LF 


Head back across the car to 
where we first came upstairs. You'll 
hear a gunshot nearby. Open door 
12К01 to find out what is going on. 
inside you'll encounter Christina. She 
tells you that the Ambassador’s family 
is in Car 13. When she leaves, take the 
Communication Scrap 2 and use the 
Card Key (B) on the Re-Writer. Now 
leave the room and head back 
downstairs. 


CAR 12, 1F 


Mindful of the patrolling terrorist, 
enter the first room for Handgun 
Ammo, the second for Billy’s Diary, and 
the third for the NCO’s Diary. There is 
nothing of interest in the last room-a 
shower-except for a Warnings notice. 
if you enter, a terrorist will follow you 
inside. Pervert! At the far end of the 
first floor you can use the re-written 
Card Key (B) to open the door. 


Past the two dead bodies, at the end of 
the car, is a locked door. Use the Card Key (B) 
here to unlock it. You may wish to save your 
game in the nearby bathroom before exiting 
Car 11 for Car 12. Take the First Aid Kit from 
the body in the next car and head upstairs. 


the door at the far end of the car. On 
your way, pick up the Wanted 
Terrorists list. Anyone you know? 


There is some Handgun Ammo on 
the body in the hallway. Nearby is a 
door with a keypad. We don’t know 
the combination yet, so continue down 
the hallway to the room at the very 
end. inside is another body, with a 
First Aid Kit, as well as a Memo on the 
desk. Since when does а memo glisten? 
Switch to your inventory to check the 
Memo- it says “1742.” 


Take this disk to the room through 


Head back into the hallway. Enter 
“1742” on the keypad and the door 
will open. A terrorist is inside-shoot 
first and ask questions later. You'll 
hear something in the adjacent room. 
Take the Request to the Ambassador 
from the table before checking out 
the noise. 


CAR 12, 2F 


One door is locked, so we'll have to use the 
other one. Watch out for a couple of terrorists 
immediately inside. Enter the small free- 
standing room to find a System Disk. 


inside the back room, take the 


Ambassador's Schedule from the wall 
near the door. Now use the System 
Disk on the Computer. You can unlock 


door 12R01 by typing it in. 


41 pase 


uie. ace 
CAR 13, 1F 
Take the First Aid pack from the 
= body in the hall. Enter the first room 
~ and use the door to reach the 
_ adjoining room, Take the Handgun 
М Ammo and the Guard's Letter before 


ни 
CAR 13, 2F 


After taking care of the terrorist 
inside the room look for a computer 
near the stairs. There is an e-mail you 
should read-it tells you that the door 
lock code is the day of departure (1224, 


unlocking the door to the hall. Head 
back to the front end of the car and 
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_ | bathtub to drain it and you'll find аз outside towards Car 14. 
— Special Key. Return to the hallway and pm 


CAR 10, 1F 


e „=й 


CAR 13, 1F 


a Flames prevent us from going any 
"further to the rear of the train, so 
A | return to Car 13. Save your game in 
ФА | the bathroom here. We're going to 
"2 head all the мау forward їо Саг 10 
M 1 in order to speak with Christine. Be 
= careful of a terrorist who appears 
_ behind you in Car 11. Use the quick 
__ turn button to face and target him. 
е Л, ст 
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appears to be wounded. 


CAR 11, OUTSIDE 


Orient yourself on the express 

(Get it? Orient express?) so that you 

are facing the front of the train. Use 

the action button to hop over the gap 
to the next car. 


Inside you'll encounter d terrorist. 
Kill him and take the Officer Note 
on the desk nearby. When you open 
the door to the back room, you'll see 
Take the NCO File 2 before heading а cinema of you rescuing the 
^ through the room to the hallway. At » Ambassador's wife and daughter. 
№ the far end is another door to а [You'll automatically run with them 
+ bathroom, Turn on light unplug the Í downstairs to the first floor and 


< At last! My feet are killing me! 
Once inside Car 10, head upstairs to 
the ViP area. Sure enough, the 
Ambassador is gone and Mason 


*ACTION SEQUENCE” 


A squad of terrorists attack 
outside! The key is to crouch behind 
the crates, stand and fire, then crouch 
again. Roll left or right to avoid getting 
hit by gunfire, and watch for the 
terrorists who walk around the crates 
towards you. 


Head through the back room with 
the dead terrorist until you reach the 
bathroom. Run the tub water and 
you'll see the number “5” written on 
the mirror. A clue? 


CAR 10, OUTSIDE 


Continue along the top of this car 
to the next one, Nothing to see here. 
As you approach Car 9, several 
missiles are launched ...cops! Perhaps 
it isn't too late to stop the rest of 
them. Hop on to Car 9. Use the Special 
Key to open the hatch and descend. 


in case you didn’t read it earlier). 


After wiping them out, take any 
ammo they leave behind. When it is 
all over, the Ambassador’s daughter 
will give you a Good Luck Pendant-a 
special item which now appears in 
your inventory. You'll then Бе 
contacted and told that the 
Ambassador is missing again. 


sem 4 | 

Aswe leave the VIP room, we аге 
told that the terrorists are about to 
launch some missiles in retaliation for 
rescuing the Ambassador’s family. 
The missiles and the control room are 
located in Cars 7-9. Since the door 
from Car 10 to Car 9 is blocked, we 
must find another way to get there. 
How about the roof? Backtrack to Car 
11, climb the ladder just inside the 
door, then head back out through the 
hatch where we first started the game. 


CAR 9, 2F 


Pick up the First Aid kit 
immediately in front of you. Make your 
way dround the moving machinery- 
time it carefully and run on by-then 
descend the ladder. 
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CAR 9, 1F 


Make your way to the front of the 
car. Enter the door into the front room 
where you will encounter a wounded 
soldier named Billy. Better not tell 
him you took his diary! Billy tells you 
how to stop the remaining missiles 
from launching with just a screwdriver. 
What are we, MacGuyver? Take the 
Screwdriver from the table here and 


A door in the hallway here leads to the 
missile hangar. You should find Handgun Ammo 
at the end of the walkway. Look for the markings 
on the floor to find out where you can access 
the missile. Using the Screwdriver, you can start 
a self-destruction countdown. Better get out 
of there quickly! 


L m Tage P» 


You've attracted the attention of two 
terrorists whom you must deal with. if you 
return to Billy, you'll see that he has fainted. 
We had better get him some medical attention. 
Use the item Box in this room to manage your 
inventory and save your progress if necessary. 
Drop off the Screwdriver, the Special Key, and 
whatever Card Keys you have already used. 
Now let's see what's in Car #8, shall we? 


head towards the back of the car. 


CAR 8, LF 


Use the crates here for cover as a bunch 
of terrorists pop up to shoot at you. Take them 
out, then push the button on the forklift to 
raise its load so that you can continue on 
towards the front of the car. A Machine Gun 
Magazine is hidden behind a green crate beyond 
the forklift. There is another wooden crate 
blocking our way, but it can be pushed aside. 
At the front of the car, take the stairs to the 


CAR 8, 2F 


ignore the room at the end-it's 
locked— and enter the door to the 
middle of the car. Watch out for 
terrorists, of course. As you head 
through the car, look for d red light 
above a control panel just as the 
camera changes position. Walk up to 
it and turn the key to stop the 
remaining missiles from launching. 
More importantly, that annoying Кахоп 
turns off. Whew! 


Can't rest now-we've been 
informed that we need to use an anti- 
chopper machine gun to assist the 
rescue team. Head towards the back 
of the car, picking up the BH 
Performance Chart and Missile 
Specifications (under the second red 
light) on your way. At the far end of 
the room next to the exit door is a 
machine with a flashing red light. Push 
the switch to turn on the power (the 

+ light turns green) before exiting. 


Head across the short hallway 
through the far door. inside you'll find 
the anti-chopper machine gun. Read 
the instructions on the console to 
figure out how to use the gun. The 
radar shows you the position of the 
enemy choppers. To enter the gun 
sequence, hit X. Ready? Aim...fire! 


second floor. 


* ACTION SEQUENCE * 


You've got to shoot down the 
helicopters, being careful not to let 
your guns overheat. if you can shoot 
down more than 5, you'll get a special 
surprise later on (Nothing big, don’t 
worry...). 
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CAR 8, 2F 


Nice shooting, Tex! Now that the 
smoke has cleared, you'll get to watch 
q cinema sequence. Boris states his 
demands, and as a result, the rescue 
mission is aborted. Your main mission 
is to locate the Ambassador. Christina 
asks you to meet her in Car 9, Leave 
the gun room and take the stairs to 


CAR 9, LF 


Another cinema shows your 
meeting with Christina, Phillip, and 
Billy. He mumbles about Car 5 before 
collapsing. He's got to get medical 
attention now (in Car 6). Phillip gives 
you Card Key R, which we'll need to 
access the forward set of cars. Here 
we go again! Head back to Car 8. 


CAR 8, 1F CAR 7, 1F 


Didn’t we move that crate once This car is a mirror image of Car 
before? Weird. At the front end of the ` 9. The first small room contains a 
car, use Card Key R in the reader to | memo called Domo 8 Sherry. Take it k 
unlock the door and enter Car 7. and then head down the hallway with 

‚ your gun ready. Get the approaching 
! bad guy before he gets you. 


the first floor, Exit through the door 
to the rear deck, then pass through 
the door into the next car. 


САН? 


Enter the missile hangar off the 
hallway. Although the missiles are 
gone, at least there is Handgun Ammo 
here that we can use. Before leaving 
the car, take the ladder to the second 
floor to grab a First Aid Kit, then 
return back to the first floor and 
enter Car 6. 


Before meeting up with Christina 
in the infirmary upstairs, it may be a 
good idea to save your game and 
manage your inventory. You'll need 
at least two open spaces. Head back 
to the rear of the car-a bathroom 
here contains a Save Point and item 
Box. After you’ve done your business, 
head back to the front deck and take 
the stairs. 
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| to restore power to the car. 


ET | чи 
CAR 6, 1F 


Hmm. The power isn’t on in this 
car. Make your way down the hallway, 
mindful of patrolling terrorists. One 
is hiding behind a locker in the middle 
of the car (which contains either a 
Machine Gun Twin Magazine or a 
Machine Gun Custom Barrel, 
depending upon how many helicopters 
you shot down). Enter the next open 
doorway, then flip the circuit breaker 


You can’t enter the far room yet, 
so let's go through the other door 
to the center of the car. Take the 
Experiment Diary and Laboratory 
Warnings. Push the flashing red button 
near the experiment room to start 
the air purifier. it’s going to take 
awhile, so let’s go see Billy in the 
meantime. Leave the fab and head 
back downstairs. Walk back to the rear 
of the car and take the stairs up. 
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CAR 6, 2F 


Head to the middle of the car. As 
you enter, Christine tells you that Billy 
needs a transfusion. Use the Action 


Button to check Billy’s dog tags-his 
blood type is B Rh+. We've got to go 
mix some synthetic blood. Head back 
downstairs, then take the front set 
of stairs up to the laboratory we were 
just in. 


CAR 6, 1F 


You may want to get rid of the 
extra blood pack by putting it in the 
bathroom’s item Box before 
continuing. You shouldn’t need any 
Card Keys other than GR at this point, 
and you'll need a lot of empty 
inventory spaces. When you're ready, 
use the Card Key GR on the card 
reader in the hallway. 

TUESOUM 


So that's how to get in this room! 
Handgun Ammo and a First Aid Kit await 
you. Unlock the door to the rest of Car 
6, but don't leave the room. Head up 
the ladder and on top of the train. 
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CAR 6, 2F 

The dir is now safe for us to 
breathe, so enter the experiment 
room. A Blood Pack is on the table- 
look for the glimmer of light. if you 
walk towards the camera in the 
corner, you can also find an Assault 
Rifle Magazine on the body. Now let's 
return to the infirmary. By the way, 
if you take longer than 10 minutes to 
get the blood, Billy dies (sending you 
to a different ending later on). So 
don't dawdle! 


Inside you'll find lots of goodies 
in a wall of lockers at the end. A Bullet 
Proof vest is in one of the lockers, but 
it is too small for you. The initials В.М. 
are written inside. An Infra-Red Scope 
is in the same locker as the vest, and 
Plastic Explosive is inside the far 
locker. Take all that you can carry. 


Or 
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* ACTION SEQUENCE * 


A second train pulls alongside the 
Blue Harvest, sending d bunch of goons 
over to you. Their leader appears 
to be a man armed with a crossbow. 
Take out the terrorists who attack 
from in front of and behind you, rolling 
and ducking in between shots. Collect 
any ammo they leave behind. 


CAR 6, 2F 


instead of going fo see Billy, enter 
the door at the far end of the second 
floor. Here you can take the Treatment 
Unit Report and a Synthetic Blood FAB 
info which tells us what elements we 
need to mix. Use the Blood Pack on 
the machine in the corner. input Billy's 
blood type (B Rh+), then highlight C 
and D (for heavy blood loss). Take the 
resulting concoction back to Billy. 


Before proceeding further, run 
back upstairs to the infirmary and 
give the Bullet Proof vest to its rightful 
owner-our pal Billy. He's going to need 
it...if you don't give it to him while you 
can, he'll die and the game's storyline 
will take another path. 


As you reach the front end of Car 
4, the guy with the crossbow (Andrei 
Mikkalkov) jumps over to the second 
train. You decide to follow him. The Blue 
Harvest then pulls away. D'oh! There 
goes our ride! Nothing to do but look 
for the hatch to enter the Freight Train. 


CAR 6, 2F 


Billy comes to and tries to get 
up...Billy, don't be a hero! Не tells you 
that the terrorists are very interested 
in Car 5. Take the Card Key GR from his 
bedside, then head back downstairs. 


Head back downstairs into the 
armory. Continue through the next 
door into the adjacent luggage 
room. Enter the vent here, which 
takes you to... 


a 


FREIGHT TRAIN, CAR 3 
There is a Save Point right where 


you enter. it is d good ided to use it. 
There is also Handgun Ammo which 
you will need. Let's check the back of 
the car first-open the door near the 
Save Point and keep your weapon 
at the ready. 
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c 
FREIGHT TRAIN, CAR 4 


Nice doggies! Well, maybe not! 

` You've got no choice but to cap ‘em 
like ОР Yeller. Don’t forget about their 
master, with the bandaged face, who 
is shooting at you. When he goes down, 
he leaves behind some Grenade 
Launcher Ammo. You can also push a 
crate at the rear of this car to reveal 
Handgun Ammo. 


FREIGHT TRAIN, CAR 2 


You've got a fight on your hands! 
Andrei is here, walking around 
nonchalantly and firing his crossbow 
in your direction. Careful not to shoot 
the exploding barrels when you are 
near them. Aim at him from a 
distance, ducking and rolling behind 
the posts to avoid his fire. 


Now return to Car 3, shooting 
down the terrorist who is stupid 
enough to pop up right in front of you. 
Keep moving forward into the next car. 


When he goes down for the count, 
he drops Microfilm A. Check it to 
remove it from your inventory and 
place it in the filing system instead. 
You can also take his Crossbow and 
q Card Key W-he won't be needing 
them where he’s going. Use the Card 
Key W to open the locked door ahead. 


You'll want to floor it (Speed 4) 
until you catch up to the Blue Harvest, 
which is traveling at 80 mph. When 
you come within 200m or so, you'll 
want to hit the brakes (Speed -4). 
When your speedometer hits 80 mph, 
put it in neutral. 


CAR4 


2 


You'll have to make tiny 
adjustments up or down to line up the 
cars just right. it is pretty tricky, but 
you don’t have much room for error. 
if the timer runs out, train crashes 
into the canyon. it is a cool movie to 
watch, but, unfortunately, you would 
be dead. 


ЕТ CN 


FREIGHT TRAIN, CAR 1 


Hey! There’s no one driving the 
train! And it’s about to go off a bridge! 
Quickly grab the Handgun Ammo and 
First Aid Kit from the floor before 
activating the controls. 


if you line up the cars, you've still 
got to climb the stairs to escape. A 
cinema shows your leap back to the 
Blue Harvest. No time for 
congratulations-you've still got to 
rescue the ambassador. Head over 
to Car 4. 


You've got to align the Freight Train 
with the Blue Harvest. To do so, you 
must match the speed using the 
Directional. Buttons. Pressing Up 
increases your speed; pressing Down 
decreases if. Keep dn eye on the 
"distance to goal" indicator on the 
left of the screen. 


CAR 4, 2F 


Enter the hatch and pick up the 
Plastic Explosive. People shouldn't 
leave these things lying around! Now 
head downstairs. As you enter the 
next doorway, you'll hear the chatter 
of terrorists. 


CAR 4, 1F 


Enter the large room and take the 
bad guys out, retrieving the Enemy 
Coded Message 2 from а side control 
panels. Now make your way back to 
where you first came in and enter the 
door opposite the main area. 


CAR 4, 1F 


There is a computer terminal 
here. Push the left button then the 
right button to restore local control, 
then push the middle button followed 
by the right button again to open the 
hatch. Enter the room beyond the 
computer, climb down the hatch and 
you'll see a cinema of Jack moving 
along the underside of the train. 


When you’ve made it to the end 


of the room, push the red button to 


turn the beams off. Now you can walk 


back into the car to retrieve the 


Grappling Hook before continuing 
forwards. Inside the next room you'll 
find yourself on some sort of lift. Take 
it to the top, as the glowing orange 


floor doesn’t seem very friendly. 


CAR 6, 2F 


Man, my feet are killing me from 
all this walking! Once we finally reach 
the infirmary, Jack automatically takes 
out the terrorist who is holding 
Christine. She tells us that that Billy 
and Mason have been taken away. Just 
then, Boris interrupts with an invitation 
to meet him in Car 12. it seems like we 
have something that he wants. Or is 
he talking to someone else? 


CAR 5, 2F 
Combine the Crossbow with the 
Grappling Hook, апа you'll 


automatically shoot it across the 
room. You'll then find yourself hanging 
on the line. Shimmy across, avoiding 
the arcs of electricity, until you can 
drop down to the pedestal in the 
center of the room. 


b 


CAR 5, 1F 


to Car 6 so we don’t have to take the 
shortcut under the train ever again. 
if you don't have the infrared Goggles 
in your inventory, go back to the end 
of Car 6 to get them from the item 
Box. When you have them, return to 
Car 5 and take the first set of stairs 
up to the top floor. 


Turn off the switch? 
Yes 


CAR 5, 2F 


Two terrorists are lying in wait 
here. Aim for the red of their eyes! 
After they go down, grab the Infrared 
Room Guard List. Now look for a switch 
on the far wall and push it. Quickly 
head back downstairs and enter the 
first door to the center of the car. 


Sum 


An İC Chip is here...is this what all 
the fuss is about? Take the chip and 
the electric floor turns off. You can 
now walk off the pedestal towards 
the front of the car where there is 
q door to Car 4. 


Turn around and unlock the door ` 


5, 


без. сака 

CAR 5, 2F 

Watch out! That robot on the floor 
may not look like much, but it packs 
a wallop! Take it out with your gun 
while rolling to avoid getting hit too 
much, When you've defeated it, you'll 
be able to get a Machine Gun from 
a shelf behind it. it is empty, however, 
so you'll have to fill it with the Machine 
Gun Magazine dropped by the robot. 
Enter the door beyond to q dark room. 


= = 


CAR 5, 1F 


Enter the next room and 
immediately stop to don your Infrared 
Goggles before going any further. You'll 
be able to see a set of beams which 
must be avoided unless you want to die 
а horrible death from poison gas. You'll 
have to move slowly through the room 
ds the lasers turn off and on, with one 
set on in front of you and one behind 
you. Don’t stop to pick anything up! 


CAR 4, 1F 


Christine contacts you, but as she 
is talking you hear the sound of a 
gunshot. We had better find out what 
happened...head back to the infirmary 
on the second floor of Car 6 (using 
the rear set of stairs). 


After telling Christine to check out Car 4, we're ready to go meet Boris. You'll be given the 
opportunity to save your game, after which time you will be prompted to insert Disk #2, Congratulations! 
We'll be back next month with the walkthrough for the second disk. 
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the PSExtreme 
historical ranking chort 


The EXCAVATE section is where we dig up ratings from past issues and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as 
q reference for those older games that you might have missed (or wish you had). 


PLATINUM GAMES 

Medievil il 

The Legend of Dragoon 

Ace Combat 3 Electrosphere 

Front Mission 3 

Golf Paradise (import) 

Gran Turismo 2 

Tekken Tag Tournament (import) 

Tomba! 2 

Vagrant Story 

GOLD GAMES 

Gekido 

Syphon Filter 2 

| WWF Smackdown 

Colony Wars Red Sun 

Hot Shots Golf 2 

MTV Music Generator 

DrumMania (import) 

MLB 2001 

Street Sk8er 2 

Grind Session 

Jojo's Venture 

Marvel Vs Capcom 

NBA Shootout 2000 

Rolícage Stage 2 

Street Fighter EX2 Plus 

Strider 1&2 

Disney World Quest Magical Racing 
Theme Park World 


=" 98-100% 


г> Theullimate gaming 
' experience. 


ISSUE 

May 2000 

July 2000 
March 2000 
May 2000 
June 2000 
February 2000 
June 2000 
February 2000 
June 2000 
ISSUE 

July 2000 
April 2000 
April 2000 
April 2000 
March 2000 
February 2000 
June 2000 
June 2000 
May 2000 

July 2000 
April 2000 
April 2000 
March 2000 
April 2000 
June 2000 
June 2000 
May 2000 


July 2000 
June 2000 
February 2000 
May 2000 

July 2000 

July 2000 
March 2000 
March 2000 
May 2000 

July 2000 
ISSUE 

June 2000 
March 2000 
March 2000 
February 2000 
March 2000 
April 2000 
May 2000 
June 2000 
May 2000 

May 2000 

May 2000 


what do all those numbe 


80-89% 


90-97% 

"Muslbuy" games each carries our 
editor’s seal of approval and are. 
recommended for fans ofthatgenre, 


I 


SCORE 


ido 
Hydro Thunder 
Rhapsody: A Musical Adventure 
Broken Sword 2 
Expendable 
Battletanx Global Assault 
Covert Ops: Nuclear Dawn 
Deception 3: Dark Delusion 
Die Hard Trilogy 2 
ECW: Hardcore Revolution 
Micro Maniacs 

ile Command 
Mr. Driller 
Armored Core Master of Arena 
Family Game Pack 
NCAA March Madness 2000 
Romance of the Three Kingdoms 6 
Grudge Warriors 
Stepping Selection (import) 
Arena Football Unleashed 
Big Ol’ Bass 
Dokyu Billiards 2 (import) 
Eagle One: Harrier Attack 
Fatal Fury Wild Ambition 


February 2000 
April 2000 
July 2000 
February 2000 
July 2000 
April 2000 
July 2000 
April 2000 
March 2000 
March 2000 
May 2000 
February 2000 
June 2000 
April 2000 
May 2000 
April 2000 
March 2000 
July 2000 
June 2000 
July 2000 
February 2000 
June 2000 
May 2000 
March 2000 


Sammy Sosa High Heat Baseball 2001May 2000 


Silhouette Mirage 

Urban Chaos 

BRONZE GAMES 

Crusaders of Might and Magic 
Mobil 1 Rally Championship 
Vandal Hearts ii 

South Park Rally 

Eagle One: Harrier Attack 
Spec Ops: Stealth Patrol 
Army Men World War 
Countdown: Vampires 

1.Q Remix+ (Import) 
Superbike 2000 

Jackie Chan Stuntmaster 
Rainbow 6 

Triple Play 2001 

Army Men: Sarge’s Heroes 
Gradius III & IV (import) 
Fighting Force 2 

Jedi Power Battles 

TIN GAMES 

Driving Emotion Type-S (import) 
Sammy Sosa Softball Slam 
Armorines 

Sky Surfer (PS2) 


mean? 


February 2000 
June 2000 
ISSUE 

April 2000 
April 2000 
February 2000 
February 2000 
February 2000 
July 2000 
June 2000 
June 2000 
June 2000 
May 2000 
March 2000 
February 2000 
May 2000 

May 2000 

July 2000 
February 2000 
June 2000 
ISSUE 

June 2000 
June 2000 
July 2000 

July 2000 


70-79% 


Good games, but lacking 
in some area; only for 
fansofthatstyle ofgame. 


Mediocre titles that 
suffer from some serious 
flaws, Rent — don'tbuy. 


0-69% 
Tin games are to be avoided 


atall costs. Only die-hard 
gamers would buy these. 
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— FT final word 


LONG LIVE THE PLAYSTATION! 


How do you compete with the juggernaut that is Game Boy? Well,the short answer is,“you don't". 


On the heels of the news that SNK is pulling out of the North American marketplace with their Neo 


Geo Pocket — a nifty little gizmo with some cool, quirky games, Sony announces that they have re-designed 


Publisher 


the PlayStation and that the new, PORTABLE version of the system will be available this Fall in the US. 

Many a company has failed in its bid to de-throne the king of gaming-on-the-go, most with better technology 

and better game playing experiences. The list is impressive: the Atari Lynx, Sega's Game Gear, Sega's Nomad 

(portable Genesis), NEC's Turbo Express (portable Turbografx 16), the afore-mentioned Neo Geo Pocket, 

Nintendo's own Virtual Boy, and a few minor players, like Tiger's Game.com. Personally, | believe that Game Boy's 

initial success was completely tied to business people and Tetris, and that its success over the past few years 

can be attributed to the Pokemon craze, the introduction of Game Boy Color and 6-13 year old boys. If you 

look at the remainder of its software catalog, it's just a bunch of cheap, weak titles that can hold your interest for 

a moment or two (titles like Zelda and the upcoming, amazing Donkey Kong game being the exceptions) and that 

don't sell particularly well. But, the system has absolutely destroyed its more sophisticated competition. l still think 

that both the Lynx and Virtual Boy are exceptional machines — in the case of the Lynx, one that was designed 

over a decade ago (released in 1989)! The Nomad is a beautiful piece of hardware that suffered from poor timing 

in the marketplace and the falling star that was Sega. In the face of all this competition, Game Boy has continued to 
roll along. 

Now, Sony has entered the portable market, but with a decidedly more adult approach. Taking the existing 
PlayStation and modifying it so that it can be both a home entertainment system (for the Kmart shoppers) AND 
the newest, most high-tech portable gaming solution, is sheer technical (and marketing) genius. How many of you 

core guys out there are going to snag one of these, with the portable, flip-top screen and DC adapter, even though 

you already own a PlayStation and are planning on getting a PS2? | thought so. The idea that | can toss this little 

marvel into my travel bag, with no less than 10 CDs, and take up less room in it than my shaving kit, is just too 

cool! And, long road trips with the kids? Plug it into the mini-van electrical system and you won't be hearing “are 

we there yet?" for hours — as opposed to the GB, where lighting and the simplistic nature of the games 
limits the kids' playing time. 

The real beauty of this scheme, from a marketing perspective, is that Sony has basically ignored the GB 

and its current target demographic, and are focusing on the same customer that made the PlayStation a 

success to begin with — the adult male with disposable income that is hip to high-tech gadgetry. Want 

to take bets as to when PSone evolves to become an even smaller, battery driven gadget? We may see 


the PS, in all of its incarnations, as a viable product well into the middle of the decade. 
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IF YOU KNOW WHAT'S GOOD FOR YOU, YOU'II SEND US $2195 


SUBSCRIBE! 


We don't want to sound cocky, but we are the best PlayStation® 
magazine available. We've been making "Extreme since the 


PlayStation® first came out. That's a long time. Longer than any other 
PlayStation? magazines. So call us up right now and place your order, 


okay? It'll be really cool. 


To order by mail, send a check or money order made payable to: 


Dimension Publishing * P.O. Box 6570, Folsom, CA 95763-6570 


Mexican and Canadian orders $44.95 (U.S. Funds). Overseas add $10.00. Allow 8-10 weeks for delivery. 


Our not-so-friendly operator, Frank, is standing by. 


(916) 989-0171 
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Edna? How’d you 
get this number? 
No! I can’t talk 
right now...we're 
about to launch a 
major offensive! 
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WWII-based tactical action with 
20 missions covering 6 terrains. 


All-new game engine vividly 
recreates the pain of battle. 
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Ош доаШв то preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping ошт апу capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone selling releases from 
this site) please donot support them and do let us know: 


Thank you! 


